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www.fullmetalalchemist.com 


a Sad 


Experience this PlayStation’2 computer entertainment syste jame based on the wildly 
popular anime series. Fullmetal Alchemist delivers action-packed excitement, unbelievable 


gameplay and an enthralling story told through high-quality animated sequences and 
in-game dialogue. — 


Join Edward and Alphonse on this epic adventure of sacrifice, deception, and power as they 
use the ancient science of alchemy to battle a myriad of foes. Use the limitless potential of 
alchemy to transmute common objects into weapons, tools, and vehicles to aid your journey. 


Use alchemy to transmute ordinary objects Call powerful Alphonse to assist you in battle. Based on the hit anime series coming to 
into a huge array of weapons and tools. Cartoon Network! 
Www.square-enix.com 
Published by Square Enix, Inc. 
Blood 
. ‘@) E POET ights Reserved. © ENIX, a 
Mild Language ee ee PlavStation.2 
Su gg estive Themes logo are trademarks of Square Enix Co., Ltd. CARTOON NETWORK, ADULT SWIM and logos are y ® 
: trademarks of and © 2004 Cartoon Network. A Time Warner Company. All rights reserved. 

CONTENT RATED BY Vi ol ence “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer 
ESRB Entertainment Inc. The ratings icon is a trademark of the Entertainment Software Association. 
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MOST AMBITIOUS RPG SERIES EVER CREATED RETURNS# 


Blood and Gore 
Language 
Suggestive Themes 
Violence 


Xenosaga® EPISODE II Jenseits von Gut und Bose & © 2001 2004 NAMCO.LTD., 
ALL RIGHTS RESERVED. Licensed by Sony Computer Entertainment America for 
play on PlayStation 2 computer entertainment systems with the NTSC U/C 
designation only. “PlayStation” and the “PS” Family logo are registered trademarks 
of Sony Computer Entertainment Inc. The ratings icon is a trademark of the 
Entertainment Software Association. All other trademarks and trade names are the 
properties of their respective owners. Sony Computer Entertainment America takes 
no responsibility for this offer. 
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ENTER TO WIN AN APPLE IPOD"! 


GOTO HTEP://XENOSAGA2,NAMGO.COM EOR DETAILS. (USE CODE: OPM9F) 


ek 


Devastate your opponents with innovative Explore lush, expansive environments and Engage your enemies with larger, more 
cooperative combat techniques, refined boost enjoy detailed, realistic character designs. powerful mechs, now featuring their own 


systems and a unique zone attack/zone independent, tactical battle system. 
break mechanic. 


COMING FEBRUARY 2005 Namco: 


http://xenosaga2.namco.com 


a 


[Danteconfrontshistwin brother,Vergill 


z 


MATURE 
Blood 


Suggestive Themes <> PlayStation.c 


OFFICIAL GUIDE 


AVAILABLE FROM 


BRADYGAMES 


TAKE YOUR GAME FUATHER 


Violence 


ESRB CONTENT RATING www.esth.org 


EST o yee 


©CAPCOM CO., LTD. 2005, OCAPCOM U.S.A., INC. 2005 ALL RIGHTS RESERVED. CAPCOM, the CAPCOM LOGO. and DEVIL MAY CRY are registered, 


"PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Ent 
All other trademarks are owned by their respective owners. i 


* 


Plays 


yo 


Onl 


ms 

ae 

ces S + 

> se 

€ 9 aS ~S8 = 

Q — ~” ~ 7%) 

i. Q 8 Q | 

a -—e 

ie 6 see 

Q } 

7s 2S 

ae — 


Ae ORR 
oe ae ae eee 
GAMES COVERED INSIDE 


PS2 


110 


118 


100 


101 


101 


America’s Army 
Area 51 
Brothers in Arms: 
Road to Hill 30 
1OF-] o)-}'- Mom {fe MCr-lan-MalUlalicis 
2005 Adventures 
Champions: Return to Arms 
Cold Fear 
Cold Winter 
Death by Degrees 
Episode Ill: 
Revenge of the Sith 
ESPN Major League 
Baseball 2K5 

Sv -f oven 
Fight Night Round 2 
Grand Theft Auto: 
San Andreas 
Gran Turismo 
Lego Star Wars 
MLB 2006 
MVP Baseball 2005 
Nanobreaker 
NBA Street V3 
Need for Speed 
UTitel-ieelcoltl sre m4 
NFL Street 2 
Pinball Hall of Fame 
Project: Snowblind 
The Punisher 
Rainbow Six: Lockdown 
Sega Classics Collection 
Shining Tears 
SOCOM Il: U.S. Navy SEALs 
Tenchu: Fatal Shadows 


Ss 
eke 


A 


Lego Star Wars 


44 
50 
94 
95 
96 


101 


PSP 
yA) 
26 
yA) 
27 
27 
27 
29 
30 
yA) 
yA) 
Kit) 


29 
30 
30 
30 


32 
32 
32 
33 
33 
33 
30 


SX) 


TimeSplitters: Future Perfect 
25 to Life 

Winning Eleven 8 Int'l 
Mola lom@iar-lanlellolatillom me) <cis 
Xenosaga Episode II: 
Jenseits Von Gut Und Bose 
Ys Vi: The Ark of Napishtim 


Ape Escape 

Archer Maclean’s Mercury 

PNA MO liicer-lema tia 

Coded Arms 

Darkstalkers 

Dynasty Warriors 

FIFA Soccer 

CT e-Tale Mi Malcui@a\eice es 
Hot Shots Golf * 
Metal Gear Acid 
Midnight Club 3: 
DUB Edition 
MVP Baseball 
NBA 2005 

NBA Street ¥ 

Need for Speed e ¥ 
Olive l-Teelcoltlaremathe-1s 
NFL Street 2 
atlele(-Mat-(m-1g 
Spider-Man 2 
THUG 2 Remix x 
Bite (tan Volele(m Cy Wleltlg 

Twisted Metal: Head On 


Untold Legends: 
sine) tal-lanvelele me) mittee =}f-[0 (2 
Wipeout Pure 


The Punisher 


>1UP BUZZOMETER 


1URCOM 
Make new friends every day on 1UP.com. Come on—if 1UP Executive Editor 
James Mielke can do it, so can you! 


OPM.1UP.COM 

The Official U.S. PlayStation Magazine home page. When articles don't fit 
Tam tal-mant-lel-y4lal- Mav -m ole] Mi dal-w ol-]accM dal-/acele)aM mii m@eolali tali-Moy-[e(-MEClo Male) Mico 
see what what extra love we have for you this month. 


PSP.1UP.COM 

How much will it cost? When will it come out? How many games will 
there be? How much will they cost? The second anyone breathes a word 
of that information, you'll find it here. 


ACTION.1UP.COM 
If all you need is action, action, action...and some words would be pretty 
good in the meantime, then head on over here to see what's up. 


BOARDS.1UP.COM 
PNiWa-iciee) ale me) m-la\manlinlel come) m@-la\macele| me) m@-la\ me l-\are)m-la\vmantelaliame)m-laN 
year, there will be someone here to disagree with. - 


CLUBS.1UP.COM 

Club Med is a series of exotic tropical resorts. A week's vacation at a Club 
Med costs at least $1,000 per person without airfare. Which is how clubs 
on 1UP are better—they’re absolutely free. 


FEATURED CLUB 

aliensstolemyundies-club.1UP.com 

latclem-lam-lalecel0lal(-lme)man(-Menlicem <ialeran D)[o Mim [ae \V-m\Zel0] mv lale(-1au-y-] eam Malstsie 
are some people you might want to know.... 
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PSP IS STILL COMING IN MARCH — ® ZIFF DAVIS VEDA 


_ THEY JUST WANT 19 KEEP US ON OUR TOES, IGUESS  _y ; | Editor-in-Chief John Davison 


sams Managing Editor Dana Jongewaard 

Senior Editor Joe Rybicki 

Previews Editor Thierry Nguyen 

News Editor Giancarlo Varanini 

Art Director Ryan Vulk 

Assistant Art Director Alejandro Chavetta 

Disc Producer Logan Parr 

Editorial Contributors Robert Ashley, Chris Baker, Zoe Flower, 


‘On page 25 you'll find our extensive first look at the launch lineup for the 
lexi od (@Yelel\¥7 sslela wae alerie) alelentelccaicre mien Elva plans at CES in Las Vegas in 
January, which led to some wild speculation as to whether we really would 
see the system hit stores in March. Our friends at Sony, ensconced in their 
underground lair under a mountain in the Nevada desert, assure us that 
there is no way the thing won't be out in March. So don't panic. The lack of 
details is apparently more about wanting to make a big impact with regards 
to availability, than it is about obfuscation. “PSP? What on Earth is that? We 
have no idea what you're talking about.” Check www.1UP.com during 
February, as we’re sure you'll see news sooner than later. 

Aside from our now-monthly PSP giddiness, this issue is all about shoot- 
ers. There’s no doubt that it’s the genre of choice right now, and there are a 
lot of exceptional games coming between now and the summer. The star of 
our cover and DVD, Area 51, is worthy fo) iy oy-]at(eveli-) giave)tcrar-l are "(el her-|aliccr-le 


all about it on page 86. < John Davison 


Senior Production Manager Anne 
Production Manager Monica Brent 
Assistant Production 


CEO Dale Strang 

President Scott C. McCarthy 
Editorial Director John Davison 
Creative Director Simon Cox 
Business Director Bill Daniher 


Consumer Marketing Director Tracy Schultz 
Senior Newsstand Sales Manager Don Galen 


MISSION 


STATEMENT 

The GHicial U.S. PlayStation 
Magazine is the only Sony 
Computer Entertainment 
America—licensed magazine 
and is published by Ziff Davis 
Media Inc. through an exclu- 
sive agreement. As such, the 
ficial U.S. PlayStation Mag- 
azine (OPM) remains inde- 
pendent from SCEA andis a 
critical, autonomous voice 
that helps readers get more 
out of their PlayStation sys- 
tem by delivering the most 
current, comprehensive, and 
candid coverage of PlaySta- 
tion software and hardware. 


is counting down the days 
till the U.S. launch of the 
PSP. With awesome 
games, Wi-Fi multiplayer, 
and music-playin’ good- 
ness, he just can't wait. 
Giancarlo still won't let 
Logan play with his Japan- 
ese PSP but has finally 
allowed him to at least 
hold the box it came in. 


? 


is s distraught fort hes hone 
pening again. First it was 
the Tetris L-block. Then it 
was the shimmering gems 
from Bejeweled. Now it's 
the four-block, dual-tone 
squares of PSP's Lumines 
dareparerciarersae-|ael lave tarsi(e(:) 
her brain every time she 
closes her eyes. 


has a solution to end all of 
his dental woes. He plans 
to wrestle down all man- 
ner of animals with big 
teeth (for example, grizzly 
bears, ligers, and wal- 
ruses), and then call in his 
dental hygienist girlfriend 
to extract said teeth so he 
can create the world’s 
most magnificent maw. 


was so smitten wil the 
Mac Mini that he ordered 
one as soon as it was 
announced. Then he fash- 
ioned a stand-in out of 
cardboard, wax paper, 


Elmer's glue, and rubber 


bands to tide him over 
until the unit actually 
arrives. And no, we're not 
making that up. 


is touring northern Europe 
with his electro-polka 
band “Awesome G.0_D.,” 
which he assembled while 
in prison. Their secret mis- 
sion is to stop Larsky “The 
Snake” Welch and his 
band of sweet-talking neo- 


yogis from taking over Pink 


Town...and the world. 


mayor of Gorilla-tropolis in 
the year 6482, traveled back 
in time using a totally rad 
DeLorean. After telling his 
ancestor—Scooter 2005— 
that after a very long wait, 
Xenosaga Episode VI: 
Braccae Tuae Aperiuntur is 
totally worth it, he got back 
into his rad DeLorean and 
went back to the future. 


ee 


is recuperating from the 
shock of the sell-your-soul 
pact between the NFL and 
EA. Newly 30 years old, 
he’s having hard time see- 
ing the light of such an 
agreement. Luckily, he’s 
already declared Winning 
Eleven 8 his Game of the 
Year, so he’s happily focus- 
ing on “real” football. 


finally got his PSP. While 
he didn’t have to resort to 
fighting any sort of ill-man- 
nered juggling jungle ani- 
mals riding atop motorcy- 
cles, he did have to spend 
half of his life savings and 
donate his kidneys to get 
it. Who needs ‘em anyway. 
Stupid kidneys. 


is an infamous columnist 
and passionate blogger 
discovered by OPM during 
an excursion to the North 
Pole five years ago. She 
enjoys playing games that 
don't use too much beige. 
Currently Zoe can be 
found charming the local 
EB staff to ensure she gets 
a PSP before anyone else. 
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TRY BEFORE YOU BUY 


No, we really do love you. And every month 
we show it by saving you hundreds of your 
hard-earned dollars by letting you play games 
to see if you like them before you buy them. 
You are more than welcome. 


PlayStation.2 . 


ARERS1 Check out the game featured in 

| Our cover story up close and in 
person. And for a complete 
walkthrough of the demo, flip 
on over to page 93. 


4 


You are big, you are powerful, 
Mand you are one pissed-off 

4 dude. Well, not in real life, but 
“| you can be if you give this 
demo a spin. 


It’s not pronounced “yizz”; it’s 
pronounced “ease.” Play the 
demo on this disc, then turn to 
page 101 and see what we 
thought of the game. 


PlayStation. B. 
MERCENARIES Last month we called this com- 
° nwt -g 74 bination of wide-open environ- 
WY ens | ments and do-it-yourself action 
j the first great game in the year 

#) 2005. Seeing is believing. 


Does Tiger Woods annoy you 
9 with his hot model wife and 
7 money and talent? Well, beat 
him at his own game (golf, 
dummy) with this nifty trick. 


140M March 2005 
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PlayStation. 


gee What could be better than 
M_ exclusive maps? How about 


CS “hts 
scot eNins 
Re ees 


PlayStation.2 


exclusive maps plus all of 
SOCOM II's unlockable content? 
It’s all there on the disc. 


Still no professional hockey 
season, kids, but now you can 
have your own high-sticking 
goodness for free with this 
handy demo. 


1 Did you know that the less that 


MayStation2 
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# MayStation.2 


Nina’s wearing, the more fluid 
her fighting moves are? If you 
don't believe us, just play the 

demo and see for yourself! 


Last year’s surprise hack-n-slash 
hit returns with another round 


of bashing goodness that’s 
prettier than ever. Don’t believe 
us? Then look for yourself. 


Spandex outfit, sneaky stalking 
moves, low-cut zippered tops— 
it all adds up to hot. Well, as 
long as it’s not your 500-pound 
ex-girlfriend. 


Demo Disc Producers 

Gary Barth, Manuel Sousa, Jerome Strach, Chris Tan 
Marketing Team 

Steve Williams, Jesse Caid 

Executive Producer 

Andrew House 

Format O&A 

Sam Bradley, DeMarlo King 

Account Coordinator 

Eric Ippolito 


Programming and interface artwork by 
Lifelike Productions, Inc. 

Lead Programmers 

William Bohan, Ron Midthun, Avery Lodato 
3D Artists Jason Robinson, Philip Williamson, 
David Hayes 

Producer Jessi Harrison 

President Katherine Williams 

Technical Director Tim Edwards 


< Hy 
ty 


Maimoona Block, Kirsten Costello, Tom Gillan, Michelle 
Manahan, Gerald Martin, Jim Williams 


Did you buy a copy of our magazine that did not contain a demo 
CD? Simply send the receipt in an envelope marked “OPM 
Replacement Disc” to OPM Disc Producer, Ziff Davis Media, 101 
2nd Street, San Francisco, CA 94105, with the name and 
address of the store plus your phone number and address and 
we'll send you the disc. Make sure you specify which month the 
corresponding disc belongs to in order to ensure you get the 
right one. 

If you have a malfunctioning or non-working demo disc, call 
EDS at 1-800-627-6458. They will provide instructions to obtain 
repair or replacement services. 

Sony Computer Entertainment America (SCEA) warrants to the 
original purchaser of the Official U.S. PlayStation Magazine that 
the demo disc included is free from defects in material and 
workmanship for a period of ninety (90) days from the date of 
purchase. SCEA agrees for a period of ninety (90) days to either 
repair or replace, at its option, the SCEA product. You must call 
EDS at 1-800-627-6458 to receive instructions to obtain 
repair/replacement services. 

This warranty shall not be applicable and shall be void if the 
defect in the SCEA product has arisen through abuse, unrea- 
sonable use, mistreatment, neglect, or breakage during ship- 
ment. THIS WARRANTY IS IN LIEU OF ALL OTHER WAR- 
RANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF 
ANY NATURE SHALL BE BINDING ON OR OBLIGATE SCEA. 
ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE 
PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY 
AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO 
THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO 
EVENT WILL SCEA BE LIABLE FOR INCIDENTAL OR CONSE- 
QUENTIAL DAMAGES RESULTING FROM POSSESSION, USE, 
OR MALFUNCTION OF THE SCEA SOFTWARE PRODUCT. 

some states do not allow limitations as to how long an implied 
warranty lasts and/or exclusions or limitations of consequential 
damages, so the above limitations and/or exclusions of liability 
may not apply to you. This warranty gives you specific legal 
rights, and you may also have other rights that vary from state 
to state. 


> “MERCENARIES RANKS AMONG 
THE BEST SEEN ON THE PS2.”” 
-GAMESPOT 


ee eee ) “ONE OF THE FIRST TRULY 
“NOTHING IS OFF LIMITS. NOTHING IS IMPOSSIBLE. DRIVE ANY VEHICLE. USE ANY WEAPON. DESTROY. =. | SPECTACULAR & EPIC GAMES 
ANYTHING AND EVERYTHING. YOU ARE A MERCENARY IN A COMPLETELY INTERACTIVE BATTLEFIELD = =«§ § QF 2005.” -OPM 
_ ENVIRONMENT AND THE ONLY RULE IS THIS: THERE ARE NO RULES... 7 od — —— 
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“ONE CANNOT HIDE FROM THE HIDDEN 


-Japanese proverb 
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SEGA is registered in the U.S. Patent and Trademark Office. SEGA, the SEGA logo and Fatal Shadows are either registered trademarks or trademarks of SEGA Corporation. © 2004 - 2005 FromSoftware, INC. Tenchu is either a registered trademark or trademark of FromSoftware, INC. 
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TENGH 
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; 
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Strike in silence. See and never be seen. The art of the ninja. An art 
mastered by two assassins, Rin and Ayame. Deadly swordplay. Ferocious 
hand-to-hand combat. And simultaneous multi-kill death moves. All executed 
without a sound. TENCHU: Fatal Shadows:” It’s like nothing you’ve ever seen. 


SEGA.COM/TENCHU 


LIVE BY THE CODE. 
OR DIE BY IT. 


CONTACT OPM 
Snail Mail 


E-mail 
opm@ziffdavis.com 
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Eric Lahaie 
via e-mail 


RETAILER STRIKES BACK 

| read the article “Videogames Get Mixed 
Grades” and was kinda disgusted at the part 
where they were bashing the retailers and say- 
ing it was really easy for underage kids to get 
games. | work in the electronics department at 
Wal-Mart #1731 in Geneva, NY, and let me tell 
you that we ask everyone who looks under the 
age of 25 for ID. We also properly explain the 
content of all Mature-rated games to parents 
and grandparents who are purchasing them. 
This is especially handy around Xmas time 
when kids just make a list and parents go out 
and buy what is on the list without knowing the 
content. We always tell them, “This is a Mature 
rated for such-and-such content,” and with 
games like GTA we go even further into the 
content and what to expect. This not only pre- 
vents upset parents coming back later trying to 
return it when due to the copyright law they can 
only get the same item, but it also makes the 
parents aware of what the kids are playing. We 


get a lot of thanks for explaining the content, 
and if kids are being exposed to these games, 
it's because 80 percent of the time parents just 
shrug their shoulders at the content and say, 
“Oh well, they see worse on TV.” So | just 
wanted to make everyone out in videogame 
land and especially Dr. Walsh aware that there 
are retailers who follow through with their 
promise, do not allow underage kids to get M- 
rated games, and make every consumer aware 
of the content in the games. 

Maureen Stivers 

via e-mail 


GAMERS 
ARE TALKING 
ABOUT 


ik 


When EA tied up the NFL for an exclusive 
five-year deal, gamers got angry. Well, some 
fo) im dalclan mellem 

Take DatMioonkey, for example, who said, 
“This blows, man! Last year’s NFL 2K5 was 
'ol=14c-) am laminae) o)iale)avar-lale male) mm e)am al ol 
able to play it with real NFL players because 
(o) ms dakatad [ale AVM Calla) al Maaime(elalar- im ole) ere)im at A\ 
iice)aamale) ume) s a 

Tealsmith agreed. “Without other football 
games to rival it, | don’t see EA making any 
elie m-lerelia(e)al-mcomielallecW i //-le(e/-Jemila(s\ome-Vatcls 
all, why would they need to? It’s not like 
anyone else is challenging them.” 

ma's'fi tal alemere)anlel-i0)t(e) a pumr-le le [<1] 
knight_cloak, “EA can crank out any lazily 
programmed NFL game they want, at any 
'o)a(e-war-] ale Ml Ml] i ol-m ©) gem (ole) ioy-) | r-lal-mme) al iV 
option for purchase.” 

GTChampion was a bit more philosophi- 
cal: “Yeah...but who else does football as 
fe Toleye M-1-m Was Vole] (om ol-Mant-(0 Ml mat \VAmclsts, 
were doing this, but not so much with EA 
because they do it right.” 

PANatei ¢)(-(+ dam im (ole) <clome)amtal-M ol ale] alm-yie(- 
saying, “This could mean that we will finally 
see a CFL game. I’m very shocked as well, 
but while this is a very cheap move by EA, 
it’s very smart.” 


W740) Oo Me loli ate i cond ol-¥- M1 (e)/,V/-1-] mnie) melall fats. 
games? It doesn’t look that way to us, but 
some folks seem to think so. 

i | t-mele)i ale mom ol-manl-Mi-l-) Mave (ce) al teYanl a 
2005,” theorized hunterlords, “and | see 
more online stuff on Xbox then PS2. Some 
online features from PS2 games have been 
cut, and we could see a lack of online 
support for PS2.” 

mi c= i00l-J00) 01-1 am e-t-(ellalem-lam-lad(e(-Maat-lact-l[e| 
id ar-) mi aale)g-m e\-(e)0)(-m 0)t-\\arel O,016)1 W/E-llelat-maat-ln 
there are people who play on Xbox Live,” 
countered heavyd14. “| think that says 
Tolaal=iialiale pal 

“It seems like online support will be the 
same as always,” Death_Strikes claimed. “If 
it's an FPS, it will have online. If it's some 
Yo) g me) im t- [ei (er-] m-led(o)amel-leal- mi m1 1 mole) 
online.” 

O45 || (tele) miatelaimcomdal-m ole)i a) eum ©) @m(-1 a> 
see: from the top of my head there’s TimeS- 
plitters 3, Battlefield: Modern Combat, 25 to 
Life, Darkwatch, Area 51, Resident Evil Out- 
break 2, Project: Snowblind, Cold Winter, 
Full Spectrum Warrior, Midnight Club 3, 
NBA Street V3, FIFA Street, Splinter Cell 
(Oi F-Toy-mu MaT-0) a far-lale me) merel0| g-1-¥-] | magl- 9740) 0\ 6) 
sports games. What do you think?” 
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Real World Education 


CF-Taal-m BI -1-j(e]a Wem BI-\V/-1 (0) eo) pal-iais ( 
Bachelor of Science 


FURIOUS VERBIAGE suggestions, do you know (or know where | can 
| tried to translate the word on the Fury’s helmet obtain) the addresses for Konami, Capcom, EA, 
[MGS3]. Translated into the English alphabet it and Sony? 

says Bei or Byei. However, | don’t think | was Ariol Limage 

able to see the whole word on his helmet from Deerfield Beach, FL 

the screenshot. Because when | tried to trans- 

late it on the Internet, | got nothing. Maybe if 

you could give me the whole word, | can give 

you the English translation. 

Steve Marley 

via e-mail 


|GOT COOL IDEAS! 

In a game magazine that | read a couple months 

ago, a reader wrote to the magazine staff and NEXT JERSE SAME AS THE FIRST 

asked for a game company’s address so he Flash you want you got flash. / Super cars super 

could ask questions or give suggestions about colors snap and / freeze for pictures that tease / 

past/future games. Are you a hardcore gamer / I'll let you know this 
They did give him the info. Do game compa- ain't no shaman/ Pick the viper if you're a true 

nies still do that? They should. If they still take gamer / With horsepower to tame her. / Road 
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rage we got that with a viper / that on the road 
is built to attack. 


ner “How Do You Top That” with a subhead 
suggesting the best year ever for PS2, John is 
seen peeking through scores of games includ- 
ing such heavyweight classics as ShellShock, 
Crash Twinsanity, Power Rangers, and Cat- 


dregs to get to the real gems, or have the 
sleepless nights finally caught up with him 
(such dedication!) ? 


not completely sure. Can you good people at 
OPM please respond to my e-mail address 
telling me your e-mail? | have a few questions. 
BTW, | would mail you this, but | don’t know 
your address, either. 


Hello. | just wanted to share with you the 


recently broke my wrist playing football. The 
doctor told me I'd be in a cast for 12 weeks. 
When | got home | realized GTA: San Andreas 
and Snake Eater were coming out in a week. 


You must be kidding me, right? Under the ban- 


woman! Please tell me he’s sorting through the 


| don’t know what your guys’ e-mail address is. 
I’m pretty sure it’s op M@ziffdavis.com, but | am 


lengths I've gone to to play videogames. See, | 


the same dilemma, remember you can always 
use your index finger. | cannot wait to get this 
stupid cast off! 


| think there might be something wrong with 
Hideo Kojima. In Metal Gear Solid 3, if you look 
under some of the different things, you see 
these little muppets. Shoot them, and they start 
making noise. 


| wanted to know what was wrong about about 
Kingdom Hearts and Legend of Dragoon. Per- 
sonally, | think that they are two of the best 
games ever. When | was playing them | noticed 
almost no flaws with both of them. Please tell 
me why you gave these a 4.5. 


How can | play with a cast on my wrist up to my 
thumb?! Well, | decided to use my index finger 
as my thumb. It isn’t that hard, and I’m actually 
quite good using it, too. So if you're faced with 
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SUPERMAN RELATIVITY 


OO) Gm talt-mi-m-meleleyavme) m-mele(-\ilela meal male lsie 
Superman can travel around the world in the 
blink of an eye, or so it would seem to the 
average human, right? When he’s traveling 
quickly, time is passing by normally for him, 
iarelere| ammo vemmudal-lamal-eom te-)Y/-1 [ale m-leele lace mtal-) 
Wiel (e Pm com al iaammlm-mc-] diate mel-\\c-mmol0i @lam-leicel-l i lava 
it’s taking less than a second. So does that 
mean whenever he travels quickly, he ages 
faster, traveling into the future? Or could it 
mean that he is doing everything in slow 
nate) dco) amanres-)me)menl-melanl-Mmpalct-lallale Male) elct-1.< 
Tare mente) vi-t- [ameve)at-it-1a) mye) mane) lel ara 

Anson Tran 

vie e-mail 


yaa mal-milaat-mellt-ld(elamaal-im'Zel0Ma-me(-\e1g]e) ale mt 
only really noticeable at a speed of 90 percent 
of the speed of light. The Earth’s circumference 
is 40,000 kilometers, and light travels at 300,000 
kilometers per second, so even if Superman cir- 
cles the world in a second, he’s only traveling 

F-] ojo] 0) am 0m ol-1aei-1amre) mial-M-)el-1-10 me) mile ls em uual(ei) 
has barely any time dilation effect. So even if he 


zips around the world in seconds, he ages faster 
lo)VaN [Ul] @r- ie-(eit(e)a me) mr: m-\-le1e) ale Mm Mal- Mela) Vas BLO 
superhero who can experience the time dilation 
effect you're asking about is the Flash; his use 
of the speed force (don’t ask) can theoretically 
let him travel faster than light. It's been shown 
that the Flash can as a result exist in several 
dimensions/timelines/places simultaneously 
(which is how Flash was able to stop a crime 
before it happened). 

bolt] me U(-1-) c(o)ameell (em al-\ cm-l] (0M ole\-]amer- 11h] 
(oltTaaltsci-10 Mm o)Vmcal-mareli(e)ameat-imece)nal (om elele) @eiat-|e- [en 
ters don’t follow our Earth’s rules of physics. 


WOO-ING SAN ANDREAS 


Q | saw on the back of the San Andreas case CJ 
Mer] gavdlale maueme lel ate Mal-\',-m 8\-(-1a lm o)t-\V/[ale mie) ae) 
VViali (carol ale Mm archiciam mre le)atclamdal-Meal-lalesm comer [aa] 
two guns—is this possible? 

Enrique Sanchez 

via e-mail 


PA (-\-yenYce)0 mer-lame (ome lel atcm-] <ian|elemm =i0i melalui tg) 
voyalooaar-are(-re mel Ulal-ymr-lalem\.elemal-(-(e Mm coMal-\V.-Malldaal-l 9 
proficiency with them to boot. 
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| Action RPG Combat : Wireless Multiplayer Gameplay Original Fantasy Adventure | 
Wield your blade and cast powerful spells Connect directly to other PSP handheld Battle powerful creatures and save the city of Aven 
in this action-packed, hack ‘n’ slash RPG. systems and play with your friends. to unravel the mysteries of an ancient planet. 


Untold Legends™: Brotherhood of the Blade™ is classic RPG action available at launch for the PSP™ handheld 
entertainment system. Choose from among four unique character classes and journey to the fantasy world of 
Aven to battle powerful creatures and unravel the mysteries of an ancient planet. Experience on-the-go 
hack ‘n’ slash combat or join cooperative multiplayer battles via wireless gameplay as you venture through 
beautiful 3D environments and discover rich treasures in this completely original fantasy adventure. 


Fantasy Violence 
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SONY ONLINE 
ENTERTAINMENT 


ESRB CONTENT RATING www.esrb.org 


© 2005 Sony Online Entertainment Inc. SOE and the SOE logo are registered trademarks and Untold Legends and Brotherhood of the Blade are trademarks of Sony Online Entertainment Inc. All Rights Reserved. PSP is a trademark of Sony Computer Entertainment Inc. 
“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment inc. The ratings icon is a trademark of the Entertainment Software Association. Memory Stick Duo™ may be required (sold separately). 


©) New Musou Mode with a unique story for every character! . wieeliced iy : = 
© More powerful attacks! © Enhanced tactical gameplay OF tet 0) KOS 
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RATING PENDING (ummm 
=” Visit www.esrb.org 


for updated rating 
Dynasty Warriors and the KOEI logo are trademarks or registered trademarks of KOEI Col., Ltd. ©2005 KOEI Co., Ltd. All rights reserved. “PlayStation” Do Taye) m=} . information 
and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of Entertainment Software DIGITAL CONTENT RATED BY ; 
Association. “Dolby”, “Pro Logic” and the double-D symbol are trademarks of Dolby Laboratories. Manufactured under license from Dolby Laboratories. ESRB 


| New Battlefield Area System challenges your strategy skills! 
~ New “Second-in-command” Officer System gives officers special skills you control! 


» Collect and exchange hundreds of “Second-in-command” officers 

using the Memory Stick Duo™, and select the officers you take into battle! _ 
= Play as 42 Dynasty Warriors Visit www.esrh.org 
for updated rating 


information. 


Ltd. ©2004-2005 KOEI Co., Ltd. All rights reserved. — 
of SCEI. The ratings is a trademark of the . CONTENT RATED BY 
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HANDS ON WITH MORE THAN 20 PSP GAMES 


We've played ‘em all. 

STAR WARS 

Do you like your Star Wars “real” or made of Legos? 
TIMESPLITTERS: FUTURE PERFECT 

EA gives Free Radical’s franchise the Burnout treatment. 


HOW THEIR NEW DEAL WILL KILL FOOTBALL ON PLAYSTATION PROJECT: SNOWBLIND 

PERMA EE PE EPP OL LOLOL ELL EPO OP REE ORDER EDR I A Crystal Dynamics says it’s not based on Deus Ex, honest. 
AMERICA’S ARMY 
Pay to fight for the U.S. Army. 


CHILD'S PLAY 


see what the Penny Arcade guys really look like! 


SPRING TRAINING 


MVP, ESPN, and MLB are on deck. 
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OUT OF THE HANDHELD 
GAMING GHETTO 
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The only surprise at the PSP debut event held by Sony CEA at January’s 
Consumer Electronics Show was the lack of an announcement about 
the specific release date or pricing information for either the unit or its 
= games. In fact, the only mention made of a release date was a state- 

| ment from CEO Kaz Hirai that “For North America, we will most likely 

= release the PSP in late March of 2005.” 
| Instead of details about when we'll finally get this gorgeous gadget 
and how much it will set us back, convergence was the name of the 
game: Much of the 45-minute presentation focused on the PSP's abili- 
ties to store photos, play MP3s, and show video. “It’s the first product to 
legitimately deliver on the convergence mantra,” boasted Hirai. “Not 


only is PSP a digital music player, but there is a huge potential for 
media consumption through digital UMD video.” 
Also on hand was a fighting attitude atypical of the usually noncon- 


se MMI He, 
asthe Ma 


2 SS SS SSeS Sees 


frontational entertainment company. In a challenge, Hirai promised that 
“PSP will elevate portable entertainment out of the handheld gaming 
ghetto, and Sony is the only company that can do it. We actively accept 
this challenge, and dare | say...the baton has been passed.” 

He continued: “PSP is full of innovation far superior to anything on 
the market today. Just as the PlayStation in 1995 revolutionized gaming 


; and the way our industry does business, PSP will serve as the disrupter 


in the portable entertainment space.” 


The good news for gamers Is that this fighting attitude may translate 
into savings. In fact, speculation is that one reason there was no 
announcement on price is because Sony may be calculating if it can 
offer PSP for less than the rumored $199 price point. A price tag of $149 
would do more than just issue a verbal challenge to Nintendo: Sony 
would be putting its money where its mouth is. 
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APE ESCAPE 
VAY oy om =t-1er<] 0) -A-Mel at] ean mere) pal-tom ale) mine) eal e\-) i ale) 
roF-(e1.<-10 UV dam galelal<-\\c-M(-t-] al ale ml el- [altel ale, 
ifclJaliare mite |alemelamtal-limal-t-lelcpmr-lidavelelelamaar-) i 
certainly doesn’t hurt. No, it derives from it 
ol-TTale Melal-Me)im UAl-mileimel-lnatstome(sici(elal-vem com iUl iY 
Lt].<om-lehvz-]ait-1¢ (=e) im tal-m BJUT-] be) afore comrclare Maal=) 
Taal el(el-yaacelelcm-lar-l(olemalelemceyareliiave maar-)¢ 
entailed. The PSP’s first Ape Escape, while 
rolatcialalem-Mmer-lar-llam-[earele ia) ae) malelemcelaleliiale peel cm 
itclecmele-laat-ii(er-] i \VarelU(-Mcom dal-Mele) alice) MI-\\,e)0) me) i 
the system. With two sticks, Ape Escape is a 
beautiful example of clever Japanese game 
design and is packed with curious and witty 
gameplay ideas. With a sliding PSP nub, it's 
LUE) atl ae)tal-laesi Wa ar-le-(e1 (cl mr-(eltle)amel-leal- Mill | me) i 
monkeys wearing pants. Everything you 
expect is in there in terms of story: time trav- 
eling supermonkeys, hats that make you 
Jaal-]ac-] em Me) e-l[alt- (em e]ge)i-t-1-10)] m-] 0) ey-le-1al thy] 

fo) o-{-1-1-1-10 MVNA Ma alelal.¢c\vacer-] (eal lave ml oy-]e-] 0)at-) ate 
lia, and a hero who adheres to pretty much 
every Japanese character-design cliché. 

As for reasons to play it on PSP, it has to be 
said that the graphics are slick and vibrant, 
Tale Mm cal-M-liaal e)(cMmiclaali \atiai-larel hare l-laal-) ol teh 
faat-]. <=] Me) al- me) m talel-y-Melelolem ile-1mel-lani-1-mcom elU\YZ 
for a system because it won’t confuse people 
when you’re showing off your new toy. 
ial te FeTaatercwr-]e)(-1a] Wan<c1<1 Om al lave fo ef -t-1¢-] 0] (2 


tiplayer games using the Wi-Fi connection. At 
the end of the day, though, it’s Ape Escape. 
You've played it before. 


Pub. SCEA Dev. SCEI 
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however, and then, of course, it promises mul- 


Archer MacWho? If you’re not a big fan of 
olor) m (el m-lalele) <-19 mel-1aa(-\-me) mmole Mc-Male) me) i 
stare li-jame(-t-1e1-1n) me) am mZolU mel (eam me)ual-l am Nr.) a) 
ST, or if you don’t remember a Defender clone 
f=] [Yom Bo) oyo)gT-micelanm oy-(e @lamani-Me)(e(:1amel-\ViF 
chances are the significance of his presence 
will be completely lost on you. To the rest of 
UI | Mowe [olele Mm com-\-1-m-Mer-lanl-miialel0lciiavanydc)icle-lal 
still leading the way when it comes to doing 
Yo} aal-idaiiare mere) aale)ici¢-) Nae liiicigclale 

The gist of Mercury is that you have to 
rol UiCol-Meliac-ie-10) cere) (o)g-ce Mm ol(e]es-Me)Manl-1ce0] az 
Teele ale m- ee] BM aat-y4-Mo)vmilielare maal-M-lalVicelalanl-i01 
Mial-miteleyremant-1t-] mile), cw-leelllavemellli(cmere) anal ales 
ingly and will split into beads just like the 
(lethal) real thing if you snag it on a corner or 
fol-) mi mer-]0(e lal aliam- Mm ic-| Mm Mal-le-m-1e-Me)-) ay Ae Mell iic) ce 
Ta) a aat-] o\-Mcome(-i mi dalcolecelame-lale Mm ial-\\ar- [6-0 01-1 om 
pered with 30 different kinds of traps and 
feF-Tofel-1t-Maat-lmpalelimel-mig-)U clare Mal alelelellare| 
ol ito lel-\-M tar-] mol mal-\-cemcomanle)cm ome ltl (el fare 
WZolU] mu e}(olemelalcom- My Vicolam-laleMeale)¢-M-)-] ole) e-)(- 
narclelalial-]a vam Mmm ZolU Ma -Me(s1-) 0\-1¢-](-M ie) m@r-Mer-laallare 
ig-]aal-me) imc -1i-1 6-18 (e-M] ame) ge |-1mu (ome |-1mr-leMle\:t-Me)i 
what this is like, think Marble Madness. It’s 
Taldeliany-mr-l are mjiaa)e)(-Me- ale Mim omtalom <lale me) Mm ial lace] 
Ligtcl@[et-\ar-]efeluiar-lanve)al-mer-lam e)(e, a0] om late )I-\VA 

PNitarelerelamarelmeelaliigaatsvem-) mi tal Mele) \A-\7-101 6 
there will be a special edition of the game 
shipped with a USB tilt device that will enable 
WZolU Mm Com o)F-\ Vm ual—mer-[nat- Mian) e)\vm em nnle ai ale tals) 
PSP itself, something that will make the game- 
play even more intuitive. 


Pub. Ignition Dev. Awesome Studios 
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ATU OFFROAD FURY 


yAWiliaai-oo dace)uviaiar-[eimt-]olel) mole) a\a-w-W Amie.) alelali\-) 
is that it’s actually the second biggest selling 
first-party game, behind only Gran Turismo. 
With that knowledge safely tucked away in the 
back of your brain, the presence of a PSP ver- 
sion of Offroad Fury at the PSP’s debut event 
TaMa'(=ieF-}-w-Jalele] (emeve)ant-m- lm alemalele(-M-10 1g 0) at-- 

Like the latest iteration of its big brother on 
PS2, the portable version was developed by 
Oi iT at-ya@r-lalem olaiare lm aat-Maal-](e) ei nae) Mm dai-Wi-y- 140 | ¢s%) 
liat-lmaVelUm->.4el-(e Micelaaminl-Mie-lelmali-me-llelale my ite 
Ldal-Me)e)ifef-1colavmudic-\(-csomanlelial e)t-\Zc)m re) alal-te th\e 
i aYancelmr-lale-lomvZcimUlare(citcieanlial-vomalelanle\:1m@e) i 
players. Right now, Climax is simply stating 
a alUiie]e)(- Pam olU) magi M-leal-lem@aalelalc\Vaicwe) am elt] a 

CT r-Jelalier-li Nami ae el-t-Jam mia -t-1 | Va el ge) ile [<=] ang 
surprises. It’s almost exactly what you’d 
> ¢ol-1e1 mice) nam: Mat-lalejat-i(e mile) (elame) mV AA 
reli ta Teleco | smuVcmel(e Mm ale)dler-M tal-) am tal-M 0) [-\"1-) am a alele (=) 13 
FeYoi <-YoM-e)gal-Me) im (alo Mit-l[ are) tal-M to Yan ol tli Ce koe 
A DalimrcMar-leel\"ar-Me)(eMe(-t-] 6m 00) atl me(ey-t-M -lale = Wo) 
of a jaggy, early 3D-accelerated PC game look 
Com dal- Me taliale Pm ai ar-loM-1ii-(etmoleyd| ale Mel] Me) M-\V1-1 a7 
orifice, though—lens flare, dirt particles, you 
name it. The game’s speed was surprising. 
Whereas many of the other 3D racers on the 
system (notably Underground Rivals and 
Wipeout) were noticeably slower than their 
console brethren, presumably to make them 
nate) c-mar-larelat-i(emin(-lale]\VAW-VAlAi-)| ari oy] mrt (cl 
Not unplayably so, but it certainly whizzes 
uales-i-m liud(-m @ysaverelalo)e)iialemoliame|0l-lel--leelel ale my 
a fair old lick. 


Pub. SCEA Dev. Climax 
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CODED ARMS 
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DARKSTALKERS CHRONICLE: 


bolt maat-\mar-\cmer-le lela) snippets of video of this 
one if you've been trawling the Web for PSP 

re Toleye|(-s- lam (al-m el-t-)magle) alan me) mi yom [a mer: [c= 
you're wondering, this is the one that looks as 
though it might be like Killzone. It’s not, but it 
does boast some similarly impressive visuals 
FT ale mM agt-Miles mill tre) am ile) co el-1s-10) aM) alele)(-1 me) s 
the system.This kind of gameplay typically 

ve (ol-t-1a mi ce-lal-it-]<-Mi/ =) com Mar-lavelal:)(eme)f-lace)anam 
Teat-lelial-muUal-] M1 MoM iL <M lm olUme|-) mantel tlelam-y (ee 
ness playing an FPS on a TV screen and then 
amplify this by a factor of 10 when you con- 
S(e(ctm@r-]| magt-) mye) ele) iiarem-leel¥ lave mice)aamale)(eliare 
the thing in your hand. Thankfully, the PSP 
itself overcomes a lot of this problem thanks 

i Com i t-Meller-lal ce) m@-ie1c-1-11e_Wle) me) me) (ele ler-le(-Mar-1) 
vel-t-1a me (-\vZe)(-10 Com ale) Mu Velale(-1gi01 Min- at) ae) 
screen is, but a game like Coded Arms really 
helps hammer the point home. 

Coded Arms has all the boxes checked on 
the list of things you'd expect from a PSP FPS. 
iM arct-Maalelialelt-\\,-1m@e-10]o)elelamgce)m [el mcelll mm olt-\Vae 
Te-Me Vala mice- Mm lled(omel(-r-le)eleliaitiale) me- Mm celame) i 
different weapons to fool around with, awe- 
some graphics, a suitably silly story line, and 
something about an alien invasion. 

The environments all look gorgeous, and 
the widescreen format really helps the genre. 
The design of the crablike alien bugs leaves a 
Tiua{-M com ol-mel-t-1]¢-10 Mam 00] Me)Y/-1 6-1] Mtg] MI loMe [olele| 
a first-generation FPS as we’ve ever seen on a 
new platform. Let’s hope the story and game- 
re) f= \yame(=\"Z-1(0) o]aat-lal mi home) om Com agi-M ela-t-y-Jalt-l tle) am 


THE CHAOS TOWER | atts 
What is it these days with everyone giving _ 
reFc]aal-s-mlecel(eicelel-)\vmlelaremali(- ran Aa lvae (ol-t-magl-) 
reasonably inconsequential Darkstalkers fran- 
chise warrant not one, but two subtitles? Cap- 
com insists that the “fighting phenomenon” 
has been updated and redesigned exclusively 
for PSP, which is stretching the truth a little for 
sure. Updated yes, as it now packs characters 
from Darkstalkers, Night Warriors: Darkstalkers 
Revenge, and Darkstalkers 3. That's 18 charac- 
ters, for those of you hardcore enough into 
your 2D fighters to still be paying attention. 

Gameplay hasn’t been tweaked too much, 
as there’s not a great deal new being done 
with the genre lately. New modes include a 
TTpalia@er-lac(-mmual(oame-lacelelaalivalaiil(e cme) pat-M <iale| 
ro) Mi at-lare|(er-] ome)am-1-(e1amm e)f-\"1-] emr-]ale Mm co)).(-1 a galele(-F 
WiVal (eam at-lomtZel0 Mm ol(eidlaleMialcci-Meat-le-(ntcle-w-lale| 
leycltaiiare Misi celelelamiam-M-ve)am@e)mellelelil-(e Mm /le)er-]) 
Kombat-like survival mode. Unlockable good- 
ies cater very much to the hardcore (as this is 
definitely a specialist genre these days, no 
aay) 4c) mm ale) vme) e\-labesaliave(-10m\,el0m-10-) me-] elem mae 
iad exo) alal=(ed(e) aim ce) maemo) I-\¥/-1e-m el ge)’a(e(-.-M tals. 
necessary PSP-ness to the proceedings. 

PWS ear-liMalelenlel-1me)magel ace (-vel(er-) (10 64 DIN f-lals 
are no doubt soiling themselves with glee at 
the prospect of taking this thing with them 
wherever they go, but the rest of you are no 
fofol¥] 0) meveyanye)(-1(-1 hme lal-]0)(-mcom-) 4e)e-t-1-MZe) 01g 
Tate litccia-lare-melam iat-M-10] 0)(-(e Mm i Mow-MT-lU lar amer-laal- 
by the way. 
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DYNASTYWARRIORS 
|DY=\¥{-] [eo] ol-le Ml oan Ge]-1 hom @)an-let-M me) ce-M(-)-]anm-lale 
felg--}(e|-1eMenY.-1 a eV AU di aligemeler401 «im (nat-]iam eo) gen 
grammer for Dynasty Warriors 1, 2, and 3 and 
producer of Dynasty Warriors 4: Empires), this 
game doesn't stray far from the formula the 
publisher has established ‘over three success- 
ful PS2 titles. It's set during the Three King- 

ro fol aat-m el-1g (ole me) m Oiallal-t\-Mallicelavamr-lalemYZelU Mm (<1) 
vo} al- mela VA palele- Mela (-ttoMect-]eliicMe(-lalcle-](-) maalersy i 
fel Ul (el-m-lam- [aaah Vm t-).<-Meve) a) ice) Me) m-M-\-16(-\-Me) mi ey. | 
tles, and score a victory for your faction. 

DIUM com tal-mlan)ele-let(er-|fid(-tome) Macmegcr-]ilare Mm tals) 
PS2 version’s enormous battle maps on a 
portable system, the PSP Dynasty uses a “bat- 
tlefield area system,” which divides up the 
Li(-ileMlalvemelteig-1t-Meigl0 la) com tat-] m@-lecMere) alalcvei(-1e| 
ivole{-isal-1am o)var- Maat-] om tar-im@iMc-leellaleM-\-1 612. r-lal-Me) i 
DW4. Each of these individual skirmish areas 
are hVaere) aie ]iam-lalciaahvarcye [0l-(e|ce)al-me) me (-1al-16-] (7 
and most of them have some sort of strategic 
importance to the battle—they may contain a 
) dre)ale]ale)(e Mme) m-> ¢-100) 0) (-Mme) m@r- Im (elele M-VelU[ce1-m 

Hands-on time with the game reveals 
something that is very, very similar to the PS2 
franchise. The-only problem we noticed was 
some fairly heinous slowdown when there 
were a lot of soldiers onscreen at once, and 
then, of course, there’s the ubiquitous issue 
with the damn PSP nub. It works, it’s fine, but 
it's uncomfortable simply because of how you 
have to hold the system. Given the frenetic 
‘aT 140 [¢- me) mm dgl-Mel-laat-)e)t-\VAmYZelUMa-Me le) i ale Moll o\-) 
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METAL GEAR ACID 


How exactly do you play Meta! Gear as a card game? Well, try to erase all 
thoughts of a traditional MGS title, and we'll give you a quick explanation. 
Cards are fundamental to everything in Acid. 
something, it takes one or more cards to perform that action. Snake’s 
starting deck is limited to 30 cards, with a maximum of three of any one 
card within the deck. There are over 200 different cards and five different 
classes in play: weapon cards, which dish out damage; action cards, 
which let you equip stuff like body armor; rations cards, which are pretty 
self-explanatory; character cards, which embody the personalities of char- 
acters from the franchise for a given effect (Sniper Wolf's card, for exam- 
ple, increases the hit percentage of a weapon when played); and finally, 
support cards, which do things like decrease the time between moves. 
Every turn (yes, it’s turn based) you can choose to either sacrifice a card 
in order to move or draw two cards to be played. Every card in the deck 
has a “cost” associated with it, and this cost is translated into the time 


ate ee 
MERT 


Every time Snake does 


you must wait between turns. The better the ability of the card, the more 
costly it is, so keeping a spread of cards in your deck is essential if you're Konami Konami 
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FIFASOCCER 
As EA is quick to point out, FIFA Soccer for 
PSP has one big advantage over its console- 
based big brother: The system’s 16:9 screen 
1 Io) Mole com-i-1-m- me lolele mm 10M com40 Basle) e-M\Z-1 00 (- 
of the field than the 4:3 television you proba- 
1) Ware) ual el-1analitmm ale amer-lamaal-)<cM-M elle Mell it-l ee 
ence when trying to find the open man. 
Somewhat surprisingly, FIFA for PSP boasts 
impressive features that are comparable to 
VVar-)@Vcele Mem ilale mam tal-mee) alco): 6-6) atome) mi talc 
game. For instance, have you EVER played a 
lar-Jalelalsi(em-)ele)at-mer-laa(- Mii tg meciol OM (-y-laal-t4 
They’re all there and ready for season or tour- 
nament play, whichever you feel most com- 
fortable with. 

yNave)iai-imecele) melee am Zee mi elim mile m-\ IME 
the console versions (granted because they 
ship when the season begins) is a midseason 
Ter-lar-]e (eM aglele(- Mim (-1e-Mmn el Mer-]a mi t-] <cMe)V-] mvZelel i 
if-\VZo) a) (<M cct-]pamige)gam- Mm ele)iaimlamant-Manlie(e|(-Mo)m aay 
actual 2004-2005 season and determine what 
'at-] 0) e]-Jarmicelanmigl-iamelamcelele-11e 

EA Sports’ response to the challenge of 
handling save games on a handheld is partic- 
vi ETaWWar-l(crer-lalm@e-lalemvelaatsitaliare mu ioM tle): o\\21 AV 
royat=M- 100M tal-)] mance) nl-le-mal omelsm lam tal-Manle) al tals) 
F-] a\-t- [0 Mm GT-|pal-t-Mer- |p elem ey-1 011-10 M- [ale Mct-\-ce el 
Vanya ole}in) matar-lal ae lelelelal-1s-) mm elUl Mu al-lamZele 
reload your save, FIFA plays back the last five 
seconds of your presave gameplay and then 
hands the action over to you. It’s like a rolling 
start—imagine how awesome it would be if 
every PSP game did this. 
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HOTSHOTSGOLF 
Lots has been written about Hot Shots since 
the PSP’s launch in Japan, but there are a few 
roke)[alecMtgt-] @el-t-l mm eclit-ie-1tlale [Ulm Comar-laalaalcig 
slo}galoM-lelaat-italiacem-lelele) mtat-M-\V2- (10a | 1-11 
While the game manages to very effectively 
bring the Hot Shots experience to the PSP, it 
does so with a vibrancy and solidity that 

atc) <ct- VOLO M Ctl laL@i@-me-le)e)ialemialcomin-m-1 87 
essence of the platform. The graphics are so 
'ele)(em-]alemelelce(-celUt-miat-|Minl-\ 1-1-8 tm OM-) 40-1810 
beyond the confines of the huge PSP screen, 
Tate mtcolemilaleM@\,el0le-1-1) male) e\-1 (<1) Va (oss) a 
simplicity. Some people say it looks simple, 
but in truth it’s a really beautiful game. 

\ Co)" AL mo] ce) el-1e) male) @-\-melelelem-Mele)lmer-lanl- 
as EA Sports’ Tiger Woods on PSP. It doesn’t 
boast as many features, and its controls are 
oLULiCom el elanlieh cM AMinlomele-lale me al-len-me)mcallale [oe 
jolU) mi come lee) (-m-\\,-1a'.0)a(-Mi elem ar-l-m o)(-)1210 | a | 
Hot Shots Golf on PSP, what more could you 
possibly want?” It has quirky characters (with 
reo) (-1a) ave) M10 lee) al-1--m COmelal (ole @pmeeleley-t mi Zita) 
e)gey-lemrcli a c-\sMmmelee i NYAlale Meelele |atcwmr-lale Malele 
greens; and gameplay that relies on the wind 
voMant-L<cMealiale cmat-lgemmeolelelaemrclaaliit-la4 

Multiplayer support is for up to eight play- 
ers wirelessly, but sadly, there doesn’t appear 
vom o]-m- la) Musleiia) e)(-\\,-1mel-lan(-1 ©) -\vanie) ml e)-16) 8) (-) 
sharing a single PSP, which does strike us as a 
little odd. Given how well Tiger Woods pulls 
off this feature, let's hope Clap Hanz incorpo- 
rates something similar in next year’s 
inevitable sequel. 
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to move relatively freely through the game. Keeping everything organized 
is actually pretty simple, and there’s a fairly intuitive deck editor. 

The game is mission based, and these missions are loosely held 
together with a preposterous story that will have hardcore Solid fans won- 
dering if Kojima has finally lost his marbles. Set in 2016, the story focuses 
on a terrorist group called Pythagoras that has hijacked a plane in order to 
steal a biological weapon and has taken its creator prisoner. Snake’s fairly 
predictable job is to rescue Fleming, the creator, and steal back the 
weapon, but then, um, 
using talking puppets, 
psychic with a doll fetish and a seriously busty Japanese-American girl. 

Acid is clearly an aside to the real business of hardcore Meta/ Gear 
Solid-ness and is presumably not meant to be taken seriously. Graphi- 
cally, it’s gorgeous. It’s not primo PSP material, but it’s solidly in the mid- 
dle ground between MGS on PS1 and MGS2 on PS2. 


things get a bit silly. The terrorists communicate 
it seems, and Snake’s codec support comes from a 


MVUPBASEBALL 
The first baseball game for PSP is certainly 
pretty impressive looking. Graphically, it does- 
aa (ole) @r-]/Migt-]aic-|melimicelsnmltcme)(elel-lm olcelini-le 
on PS2, and featureswise, it doesn’t seem to 
have been stripped of too much. Just about 
everything from MVP 2004 seems to be pres- 
Tal emlareelelialemial-m ole) el0lt-lai oleleom-\ Vi lale myc) (100m 
Like with other EA Sports launch games, 
there’s a huge emphasis on multiplayer game- 
play, with both wireless and pass-the-PSP 

'ey-] anya o)t- Vara nlele(-t-m co) ame) om col coll] me) t-\V/-1 6-9 

PNM maal-iald(elalcvemiamelelm-> <olelyhi- Milam (ele) 4 
FT) mi gale)alagmnrcele mer-lame)i-\vmtalcelelelam-lam-lalile-) 
season, all the way to the World Series, or go 
icolm=>dalie)i¢(elamel-laal-\er- Mm ale)palom aU lam) alele) colli ame) 
EM o)i (eal-lme-jaceuve(e)wamwall maalele(-1-e-]¢-Me) el-18 13 
TTalel(cmelmanlelit) olt-\Y-lmeiit-li(ciale(-immr-]alem talmere) ans 
trols feel very much like MVP's on PS2. 

PN italelele] sm an(-M ace) email] oN [--M ole)al-Me)merelai(-lali(ela) 
WV7itaMaales-) ae l-[pal-t-m(-l-M\Ze]0 mer- |e ol ge) ey-le)\Vac-)|| 
icelaam tal-m-ltc-8) (eal @al-l-mel-l-lamel-iatlale Mla talci 
early previews), it actually lends itself remark- 
ably well to sports games like MVP and Tiger 
Woods, thanks to the ease with which it snaps 
oye) Tae MecitU lant Mm Comeclal(clmViiseleimyvele)e)iiare 
Tgelelavem-]|me)-1mda(-mel-(-mmG(-lndl ale m-melelele Mall mis 
actually remarkably satisfying. 

PNi datelece|amave) a@-|0)ey-le-1a) Mam tal-MYZc1 eye) a m=) 
played at the event in Vegas, MVP will be just 
as goodie packed as its other EA siblings, with 
extensive EA Pocket Trax music and videos 
available as extras that you can access from 
the Main menu. 
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UNTOLD LEGENDS: BROTHERHOOD OF THE BLADE 
The only hack-n-slash RPG on tap for PSP’s launch is Sony Online 
Entertainment's new property Untold Legends: Brotherhood of the Blade. 
While the new game does not take place in the EverQuest universe, the 
look and feel of the game are so similar to Norrath that even the SOE PR 
reps refer to it in casual conversation as “Champions on PSP.” But no: 
This is the all-new (albeit incredibly similar) game world of Aven, one that 
SOE promises we'll see in future games from the company, both for the 
portable and primary consoles. 

So how does monster-bashing translate to the small screen? 
Surprisingly well, actually. The game looks damn good (particularly the 
spell effects, some of which fill the whole screen) and runs quite smooth- 
ly. And the screen width makes it easy to spy approaching enemies 
before they’re right on top of you; it’s rather like you're playing a PS2 
counterpart with the camera zoomed in as far as possible. The analog 
nub also works fluidly—in fact, it’s one of the best examples we’ve seen 
from the games we've gotten hands-on time with so far. Certain editors at 


looking for the right analog stick to swing the camera around as they 
switch directions onscreen. 


For hardcore RPG-ers who need the numbers: Choose one of four 
classes (knight, druid, berserker, or alchemist), play through 100 separate 
levels, battle 150 different monster types plus three main bosses, com- 
plete the main campaign plus 20 side quests, take 30 to 35 hours to do all 
this....You get the picture. 

In a nod to the new platform’s portability, a few changes have been 
made from its PS2 counterparts. In Untold Legends, you'll be able to 
save anywhere instead of having to track down a specific save point 
(although be careful—if you save while an enemy is in midswing, that’s 
exactly where you'll be brought back, which can prove a little trouble- 
some if you're low on health). And the story line will be advanced 
entirely through in-game conversations—no lengthy cut-scenes to suck 
away your precious battery life. 


OPM, however, may have to tape their right thumbs down as they keep SOE SOE 


back), and the PSP could be the place where 
tal-Me| cele) ome|-)c-m-re)aal-meig-1e/]e)ilia'a ol- 161 eam Felelicye 
as the “first real basketball simulation created 
for handheld entertainment systems,” NBA 
PAU Ue t-Meslar-lial ae [Olitomellitcie-1al mice)anm af A\ 
Sports’ more arcade-style titles. Graphically, 
like just about everything on the system, it 
Kole) <-melUlitcmr-t-)Avamr-lalem age) dal el-mce)(ommr-|\-vom- Mi iat(-) 
UTaletier-| pm Cole at-\\,-M comc-] <-Melel mae] gem ce) an) am 
guess. The screenshots really don’t do it jus- 
Li(er-Wim mown) aglele)dapmele)ael-relUl-)\var-lalinar-|(-10 pr: | ale) 
yet has a somewhat stylized look that some 
have said looks almost “claylike.” It’s not the 
'oY--1 me (-t-re1g] olt(e) apm ol0] mi m-mole(el\Var-] 0) @ 

A VCM-1g-1am me-]e) (om com) ol-lalom-lalelelelamilaat-muViia 
the title to really get an accurate impression of 
how good its A.l. is (usually 989’s Achilles’ 
al-1-1Pmr-}e]ale MVVI dame |e] )al(ex-pmere)aitge) (mm (ole | (omm-lale| 
reason for being), but we did get to fool 
around with the “clutch shooting mecha- 
nism,” which is an icon-based way of shoot- 
Tate Manle)c-W-(ee0]e-1¢-M-) ale) tom oVU'Z-] Coral ale Mere) (0) es 
itat-)Mlalel(er-](-m ole) t-lalit-]m-[ eel 0] e- lena 

To affirm its PSP-ness, NBA has wireless 
evEDVane-]idatelecel aM [0l-1 mo) an ayiie)m-]alem- Mm elUlaleia me) 
‘aalialiel-]aal-t-m Co.<-1-] om VZol0 melee] e)(-\emolal-M-jslelat 
oul ta] oMmmz- lin) mi navele(-M Imani Maalial(er-laatcmclets) 
wants to draw everyone’s attention to—it’s an 
unusual game in which you have to paint the 
Ware) (sMexelU lami V ida irZol0| move) (0) e-em me) molUl mi antelat=\ "A 
NV(cM dalla) qidat-Maalect-wy olelial mj slefe) coli mu || Mel-Magt- 
‘agyes-ja@m ole) olUit-lamaalialiet-laal-e 
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NBA STREET: SHOWDOWN: 


How’s this for an endorsement? Boss man 
Davison, who knows about as much about 
basketball as he does about particle physics 
(namely, he’s aware of its existence), claims 
that NBA Street on PSP is so damn good, it's 
on his preorder list already. He has no interest 
whatsoever in any of the three PS2 versions 
FT ale MU\c- 1M ar-] 0) o)Vam Comm (<1 aml Lele leM-lalemCit-laler-lale 
Wizcksj Com alelUle-Me) elelamalelele-muYitamiat-mel-lanl-m iam sal-) 
name of “research,” but now he’s hooked. 
AVahY2am =i-rer-[Uhi-me)mdal-Maalial(el-laatccomyi"(ome (0) mice) 
play. Sure, Street has wireless head-to-head 
modes, and it has an extremely thorough king 
of the court (career) mode, but the party 
parole (=t--1e-MVar-] me [e) Mal lanme| cole) iiare mre) ale) 
blocker was the first to tickle his oh-so-British 
fancy, especially when played in the pass-the- 
ee) oa of-] a nV aalelei-m-lel-l lati Clt-laler-|a (eMC Ome) al-16 
his ass, but the tables were turned in the 
Fe] cer. [e(--J glole) coll mma eam icm elecleavmanle loam. 
Wire [=XeleT-laat-Mi-1 0-10) ame) Mm tat m@-lcer-le(-Maat-le alias) 
Wat-1ecmeLUM (elem oy-li Malco manl-vear-lalier-] muareyUlare 
baskets. Sure, it sounds simple and boring, 
but once you've tried it, it’s like the most 
F-Telelleiihomer-laaliare melaelem cale)uiamcomaat-lamm A) 
alo)’ Am s'(= mi ar-lem com eleva ial: mtaliale mele) me) mal(-mar-lalel- 
Tom -meel0] (em-||melomalelaatm 

In truth, this is the key to all the best PSP 
experiences. The key to success seems to be 
the mantra “simple is effective,” and NBA 
Street does a truly remarkable job of evoking 
the kind of basketball experience that we used 
1Com-1a}(@\VAnVd-t-] ¢-M- [elem lam dal-M-|aer-[0 (<5 
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NEED FOR SPEED UNDERGROUND 
RIVALS ee ware 
Nevers! Wiimcittelie Liverpool's amazing reinter- 
pretation of Wipeout, Rivals is one of our 
favorite games on the PSP so far. Packed with 
features that make its presence on PSP emi- 
nently justifiable, Rivals ditches the fluff (like 
story and Brooke Burke), leverages all of the 
things we love the most about Underground, 
tunes them up, and tricks them out to create a 
Wiel alel-igibli Nam elt-\Z-le)(-mel-laaion 

The fact that the guys at EA’s Team Fusion 
ate) =m ol-{-1aM-]0)(<m Com o)aiale Mm tal-M (ele) q-lalemi-l-) me) i 
the Underground games to PSP is no mean 
feat, and the first time you see the thing run- 
fallave PAucmelet-le-]alt-1-m'Ze]0M | m el-M IU) ar-loM-] ant -PA-16| 
as the first time you saw NFSU. The sense of 
J ol-1-10 pin dal-Me [e)ge[-(e]0|-mele-)e)al(er-]M-1ai-\e1tear-] ale Mi tal =) 
J ole) re] ameve]siige)|-mar-h-M-] |i e)-1-10m e)gelele| tl ar-lelgel--) 
Com tal-Mal-lalelat-1(eMd-16-)(0)aper-]alem tal-Mel-]aals) el tN 
aF-Kom ol-1-1 ame) 0) tiaaly4-10 Mie) ar-Mal-lavelal-1(e Mie) gant: |e 
Graphics have been tweaked, so it’s easier to 
see bends and obstacles, and the camera 
NViV(0) 0) 0) (= aT- lcm ol-1-] am o\-1a(-\e1 t-te ce dat-] mYZel mit] || 
get a sense of speed but without the addi- 
ifeyar-]Ma-t-| ba [lio eee) eam ue) e)e)(-Maat-) dialemielem-lalt 
irom ello) meialelalcs 

Wireless head-to-head play is for just two 
e)EWA-1e-M Edie ]al thyme ltst-]e) ele) ialdiare pme \YZclam Url 
Ridge Racer and Wipeout support eight, but 
hey...there’ll inevitably be a Rivals 2), but 
some of the real fun comes from the party 
modes, which allow you to pass the PSP back 
Tale mcolatam ame) ce(-) a commme)'\/aMantZel0) me) e) ele) al- a1 m 
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BET YOU DIDN'T 
SEE THIS COMING! 


Not to be left off the 
shiny, new PSP band- 
wagon, Rockstar has 
announced that it will be 
releasing two games for 
the handheld in the 
upcoming year. To no 
one’s surprise, one of 
the games will be a new 
entry in the popular 
Grand Theft Auto series. 
This new game will be 
set in Liberty City, 
although there’s been no 
word on whether we'll 
be following the name- 
less protagonist again or 
a new cast of charac- 
ters this time. 

Also in the works is a 
port of the upcoming 
Midnight Club 3: DUB 
Edition. Rockstar says 
both games should be 
available shortly after 
the PSP's launch. 


Sterner 
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Challenge Everything” 


SYNC-UP ONLINE FOR INTENSE 16-PLAYER* 
TEAM COMBAT & DEATH MATCHES. 


BATTLE FROM 1920 TO 2450. JUMP THROUGH ANNIHILATE ROBOTIC, RESURRECTED OR 
TIME TO SAVE YOUR PAST OR FUTURE SELF. LIVING ENEMIES WITH A WICKED ARSENAL. 
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NFL STREET 2: UNLEASHED | 
We're going to be honest here. Of all the 
games we saw at Sony’s event, this is possi- 
bly the one we like the least. It might just be 
because we’re presentation whores and it 
ToT] pale CoM ol-MULai-lalale melUliccmele-laat-li(ecli Vala) 
idar-) are (-)el-]atpalcla) ome) aim anl(elai@ o\-Maat-la@e)m-11 mca) 
games we've seen that are modified versions 
of PS2 games, this is the one that’s suffered 
the most in the transition, based on the early 
{-1e-J(e] ame) am-jale) Am Oe) arsi(el-lalalemigt-] M@lecmey lacie 
brother is so good, it's especially jarring. How 
can two games from the same studio, with the 
y-Taal-Melalel-lanviare mere) ale-) 0] Mit). (om) ole] amma] ob 
ate) ol} i(er-} (<0 mm ol-MveMe|haicla-lalmlam-y.<-(n0l dle) Fan\i\/-) 
don’t know, and we're hoping that it has a lot 
to do with the fact that the team at EA has had 
very little time with a real live PSP dev kit and 
has yet to PSP-ify the PS2 gameplay. We’re 

if- la \Varexolanvdialex-to Mi dat-) MoM | oad o\-(or-[UI-\-M- |More) aler-) 6) > 
go, this should be a perfect fit on the PSP. It’s 
i1an)°)(-]mr- ale mantel ccm coleul-y-1emelamel-laalce)t-\vamdarela 
something like Madden, which itself is oddly 
conspicuous in its absence from EA Sports’ 
PSP launch lineup. 

As with all the other EA games covered 
here, NFL Street 2 boasts a host of multiplayer 
modes, both wireless and in party mode, plus 
FW ofey-)i(or-(e me) maalial(el-laal-s-mtat-im e\-10)e)(-mu 711 
'e) ge) of-] 0) ham e)t-\Var- Me) mn alela> me) mcgt-lamcal-Maar-lin 
career mode. It also features EA's Pocket Trax 
music player and will let you listen to all of the 
faarey-1a\Van al) ons ave)e) mantel) (omm-|(olate mu item Malelanley-1g 
of music videos from featured artists. 


tt 


RIDGERACER | 
PN ahvce)al-mudarem ian) ole)at-le i-Mate) ea ice) anmel-] oy-l 0 
already knows everything there is to know 
Fl ofolU Mm ialt-M dii(-Mmolel mcolmdil-Manliii(elalcme)m\ZelU male 
fo [felam melomaat-lemal-1e-4-m- Me) Oller @avlalele\i ame) i 

AV Tava dallare mtgt-1@oM-> 4te-laa\c) \merole) m-] olel 0) 
Namco’s first PSP game: First, it’s a pleasant 
Ldalcoy Yi er-[e1 a com cal-melalellar-| Maat-\ as) t-l (element at (e(e[- 
Racer was a launch title for the system. Let's 
ale) ol-m tal: | MoM me [olele Melanl-1¢hmel-lece) ale Mm lalla) ae) mm tally 
as a “best of” game that steals all the good 
bits from a 10-year-old franchise. 

OK, so what's it got? Well, eight-player 
head-to-head races for a'start, which is a first 
for the franchise and a good reason to pre- 
order this baby if you're even the slightest fan 
of a previous game in the series. The largest 
selection of tracks in any|version makes this 
even more worthwhile; there are 24, to be 
exact, with all the best ones taken from both 
rT get-lol-M lL <M at-14-Mat-/e-16 ml ale mee) al-1e)(-MV-1 6-1 (0) a1 
of every game from the past decade. Add a 
selection of 58 different cars to this and you 
have the biggest, most comprehensive Ridge 
Racer ever. As an added bonus, this is also the 
ile-imel-lant- Mam dal-mie-lalelaliy-m com [are [U(e|-Me] ofe|e-\o (<1 
Tates[Uleliare Malitgelet-m io) a@t-lam-> 1ie-M 010] ¢-) me) mj e\-\-10 R 

How does it play? Exactly the way you 
ate) o\-mr- Mal-\ ara (e/¢[-Mat-[-7m\ ele] (emm Mal-Me lait 
happy mechanics of the previous titles have 
been refined so that the game feels just right 
with the PSP’s nub, and the sense of speed is 
> dali t-le-]alare MUU italelelm ol-liale mcelem ale l(t) (ele) VaRrclt 
T-Ma Comgat-].<-m] mela) e)t-)¥z-10)(-me al-Mat-lalelal-i(em 


Pub. EA Sports Dev. EA Team Fusion 
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Pub. Namco Bev. Namco 


Hial-mel-1¢-10|| mevolaltge)m-1-100) om co) mad (er-] alelel-MVAl [elas 
port of Spidey 2 at Sony’s event took a little 
re[-)ndlale Mel-y-16 Mm Comm AVali (<M atom al0l om sate) ’/:1e Mm dal-) 
hero around, the D-pad tweaked the camera. 
The nub was calibrated sufficiently enough so 
that it didn’t feel as bad as it does in some 
games, but the awkwardness of where the 
controls fall on the PSP means that you can’t 
really move and look at the same time, unless 
WfelU Mc om o)(-1-1-1-Le m1 dam Asem dale lan)os-melamelal-Mal-lalem 

Three levels were shown at the event: a run 
Ldalcolelelam-Manlery-10laaPmyiial(eam-le) Nae l-laalelarcjer- live, 
how good the PSP is at replicating PS2-quality 
lighting effects; a boss fight against Rhino, 
which was probably the weakest part of the 
(ol-Ta atom ol-rer- [Ul oles-x-Mile|aiccm-ler-llacim@alaliaremi a 
Spidey games usually suck; and a rescue mis- 
sion set in a nuclear reactor, which was a 
fe Tolele Mel-1aa(e me) M-1e)gal-Me) me) e)(e(-\/A-M-lallaat-lile) aioe 
All the levels we saw were indoors, so we 
didn't get to check out any outdoor websling- 
Tate Jal-lar-lalier-latcmmr-liavelele|am-vei th atctlelame lle Mi0] om 
ply video for Sony's presentation that looked 
ele-anvmel-leameelanaiaelalep 

PN mi dal-m-1 ale me) mm dal-mel-\VAm tal tcMI---16-J10)a Mell 
Spider-Man 2, and you can read whatever you 
<=) Comm day) my or-t-1-Le Me) aMm\e]0] mre) alm ol-1e-x0) aT-]| 
opinions of the PS2 game. Overall, we’re told 
the game will take about seven or eight hours 
to beat. It has pretty much all the webslinging 
bases covered, including a few extra moves, 
and is fairly unique in the PSP launch lineup in 
that it doesn’t have any wireless features. 


Pub. Activision Dev. Vicarious Visions 


BANGING TUNES 


WIPEOUT PURE . 
Pure is quite possibly the most impressive of all the games unveiled for with downloadable content that will allow you to customize your game 
the PSP so far. Yes, it’s a racing game, and where would we be at a sys- with new licensed music, skins for the game interface, tracks, and ships. 
tem launch without all the racing games? But like EA’s Rivals, this is a Although we weren't able to test any of these features (nor was it clear 
game that really showcases what the little guy can do. It’s also a satisfy- exactly how the Internet connection that you'll need to take advantage of 
ing nod to the legacy of the PlayStation and a reminder that it was Psyg- these features will be managed), we did get some extensive hands-on 
nosis’ (now the snappily titled Sony Computer Entertainment Europe Stu- _ time with one of the tracks. In order to make it more playable in handheld 
dio Liverpool) original Wipeout that helped put the system on the map. form, the action isn’t quite as fast paced as it is in previous versions, but 
If you've played any of the first three games, you're going to feel com- it’s plenty speedy and is packed with gorgeous graphical effects such as 
fortably at home with Pure. lf your first introduction to the franchise was particle-based explosions and, of course, lens flares. The oft-maligned 
the fairly awful PS2 version that Bam unwittingly brought to market in the | PSP analog nub worked remarkably well with the game, although you 
United States, try to wipe that from your memory and go into this with an may choose to use the D-pad (which is perfectly adequate) purely for 
open mind. For the uninitiated, the game focuses on futuristic racing in comforts sake. 
which teams hurtle around complex tracks in appropriately wedge- Likely to be high on many early adopters’ preorder lists, Pure is a noble 
shaped hoverships. There are 16 tracks to race around, each of them dip into the PlayStation’s past and will hopefully prove to be a good omen 
evoking the same slick and modern design that the original game did for the handheld. 
nearly 10 years ago. 
Unique to the PSP version is eight-player gameplay over Wi-Fi along SCEA Dev. SCEE Studio Liverpool 


o /\igoe Upat Pts. 


—— ee oa 


PUTTING TP 
READING GREEN... 
85 toch Matas 


Ses = see Ee 
Sea es Fe LS Ss) 


THUG 2 REMIX 4 
PANitatelelela mim 7-1 shown only on video at Sony’ S 
event, it comes as no surprise that there will 
be a Tony Hawk game on PSP at launch. There 
is, after all, some kind of Tony Hawk game on 
[[ekjae-leceleim-\ 1-1 avamialicle-[eth’Z-Me)t-lace)saam <are\uvamce) 
aat-lapmlaceeleliare m-molllaceiaM tat-] a \Ze10 mM Z-m 0) ge) ey-] 0) \V 
never heard of. What was surprising was that 
this isn’t just a straight port of the most recent 
iteration. All of the key features will be pres- 
ent, from the World Destruction Tour and clas- 
sic gameplay (so you can play it just like it’s 
Pro Skater 2, for those of you who haven't 
evolved with the franchise) to the enormous 

Fe Taslelelaime)meret-jce)anly2-)i(elameat-\a(-) em vel0 Mm [an] elo) at 
re) ale) co)-m ce) me o)t-\Y,-) mm palele(=)(-m-lalemelg-t-|(-Melel) (olan 
skate parks, decks, tricks, and tags. On top of 
this, PSP gamers get four brand-new environ- 
ments—Las Vegas, Atlanta, Kyoto, and Santa 
Cruz—and each of these will have new secret 
unlockable characters (Elvis in Vegas, per- 

a¥-] essen anole] (om ol-Maule(-Male) mice) B 

No specifics on the wireless multiplayer 
features have been announced as OPM goes 
to press, save for the fact that Remix will have 
10 different game types that will support up to 
four players each. 

The game is currently listed as a spring 
release, as is just about everything else right 
ave)yiam ol0] meliV{c10M (alom(-(e@e)me)t-\Z-le)(-meele (mie 
Vegas, we're thinking that THUG 2 Remix may 
be a little later to the party than some of the 
other games featured here. If the system is 
out in March, expect to see this before May. 


TWISTED METAL. HEAD- ON 
Die-hard fans of the Twisted Metal franchise 
W711 ol-m e)(-t-l\-10 Mm Com-\-1- MME mole) elUlt-| meiat-le-(e(-16— 
return in new variations of classic vehicles, and 
at Sony’s event, we saw a number of these as 
[=m tg (sre Mele) melal-Me) Mm tal-mM Mae llai-le- 1a @- lec) alcioe 

Tam egei ag pm tal-m ale) (-Mer-|ececelealer-)maaliale mat-l> 
kind of run its course. Despite being remark- 
ably popular in the early days of the PS1, the 
attraction seems to have waned with each 
successive addition, and our time with Head- 
OTM all i-Malesst-l(e] (om e)ge).-1e Mm tal-] ai mU-w-| | 
faale)’d-ie Me) am-l-mel-laal-1e-mmCle-]e)aller-]1\\Alla(<1-1¢ 2 OFM 
perfectly adequate and managed to evoke 
some familiar feelings, but it was far from 
being the star of the show that Sony perhaps 
thought it might be. Before the event in Vegas, 
the game’s existence had hardly been 
acknowledged, and it wasn’t singled out in 
Kaz Hirai’s preamble the way that Black was 
when it was announced for the PS2 a few 
{-t-]e-m-[¢ [0M mel0] me] mmi\-M\/-1-]e-m- le (ome: Mal-\umel-laal- 
Tam CalioMic-laal-meelel em e)ge) ce) <m-lalUeit-lit(e 
‘elec \Valare mare MuUalele) o)inre Micelamtal-mee)| (cre (ale 
throng of the game press. In Vegas, when 
asked, “Have you seen Twisted Metal?" the 
response was invariably, “Yeah [pregnant 
pause], did you see Wipeout, though?” 

\WTUL La) o)F-h\(-1 mm an lele(-t-M-10] o)elelamulemcom-lielalt 
players, and this should certainly prove 
role) olUiE-TamuUlan mel (<n at-]ee me) (ome alele)(-1e-m (ele) <lale| 
to rekindle the joys of those splitscreen 
games of yore, only now with a shiny, new 
'e) Felon qm ar-larelat-i(em 


TIGER WOOD PGA TOUR 
The analog nub works so well for Tiger Wererers 
that you'd think the system had been created 
ive) am | @me~)ar-] 8) 0)/ ale Mi mi ol-[e1 @t-l ale Me) gtal com e)i-\\ar-| 
graceful, perfectly placed shot is a deeply sat- 
isfying experience, and it helps establish this 
as one of our favorite PSP launch games—cer- 
tainly one of the best sports games at launch, 
alongside stablemate NBA Street. 

Just about everything that makes the PS2 
version of the franchise special is in the PSP 
V/-1e-jelammlareiielelialem-M-iilelaldivmelelaalel-eme leva) 
version of the create-a-player feature. 

As with the big version, the game boasts a 
bunch of famous players—Jack Nicklaus, 
Arnold Palmer, Vijay Singh—as well as 12 
beautifully modeled courses, including Pebble 
Beach and the Sherwood Country Club. 

Wireless head-to-head play comes in five 
(oll ac-1e>10) @it-\e) meee ale) t-]0)\VAmelal- Mast: | mye) 0 
haven't seen in Tiger before, bingo, bango, 
ole) ale (oMm m-lat-Me)mtal-M elelam@ial- UU memrlaallitcle 
with the concept, but if you’re not one of 
them, here’s how it works. Three types of 
achievements are rewarded with a point. The 
Liles) mm o)t-\,-1mm Come |=) Mal loMor-]|Melam tal-Melc-1-10 me (-1 ter 
reke)i a) mice) iave(e) Mim Malom e)-\\,-1 mu alel\-M el-] 1 Mime ely 
Com tal-m o)lamelale-m-1|Mor-]|(-m-le-Melamial-me|a-(-1ame (=) 
eM ele)ialmiey-lale(e) mw valemtal-m e)t-)-1mn stem Mile -im ce) 
ate) (-mele| me|-1t--Mm ole)iala(elelale (ey MAve (ome) emdal- 
points at the end of the game and the player 
with the most points wins. As a multiplayer 
game, either wireless or in party mode, it’s 
F) ofele] wr- lowe [olele Wr: Mol Morell] (e Male) o\- miele 
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Pub. SCEA Dev. Incog 


Dev. Shaba Games 


Pub. Activision 
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: » ADVANCED MISSION SYSTEM 
Choose from 7 races & 7 classes, with updated Explore and conquer over 50 areas, Help your friends—or challenge them in the Arena. 
weapons, armor, spells, skills and levels. _ Including thrill-filled, non-linear side quests. Up to 4-player action online or off with Multitap. 


FEBRUARY 2K5 


THE MONTH AHEAD FOR YOU AND YOUR PLAYSTATION 2 


Going to be in Vegas 
tomorrow? Then stop 
by and check out the 
eighth annual Interac- 
tive Achievement 
Awards going on at 
the DICE Summit. 


For those hitting their 
local gaming boutique, 
new selections include 
Music Maker, Sega 
Hits, and Winning 
Eleven 8 International. 
Game on. 


Lucy Lawless traded in 
her warrior princess 
outfit for that of a 
movie star—check her 
out in the new horror 
flick Boogeyman, 
opening today. 


Denizens of England 
can check out 
Retrovision 5, a 
celebration of retro 


Among new games 
available for purchase 
today: Champions: 
Return to Arms, Death 


Wake up early enough 
to simulate the Super 

Bowl with Madden on 
your PS2, then run out 


and place’a bet on 
whomever lost. 
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Helpful tip: Spending 
the day plopped down 
in front of the televi- 
sion playing games is 
probably not how 
your girlfriend wants 
to spend Valentine’s 
Day, unless you are 
incredibly lucky. 


What do you get the 
most powerful man in 


| the free world? How 
| about his very own 
holiday? Happy Presi- 


dents’ Day! 


Didn't like any of the 
games that came out 
this month? Maybe 
tomorrow will be 
kinder to you: MLB 
2006, MIVP Baseball 
2005, 25 to Life, Devil 
May Cry 3, and Cold 
Fear all hit stores. 


by Degrees, Shadow 
of Rome, and NBA 
Street V3. 


More games! Now you 
can buy Constantine, 
King of Fighters 02/03, 
Nanobreaker, Sega 
Classics Collection, 
Tenchu: Fatal 
Shadows, and 
Xenosaga Il. 


Constantine opens 
today. It will probably 
be horrible, but it 
does feature Rachel 
Weisz, who we think 
is teh hawt. 


What? Rachel Weisz 
isn’t your cup of tea? 
Then how about 
Christina Ricci, Shan- 
non Elizabeth, or Por- 
tia de Rossi? You're in 


Race, shoot, fight: MX 
vs. ATV Unleashed, 
Project: Snowblind, 
Tekken 5, Phantom 
Crash 2050, Ys VI: The 
Ark of Napishtim, and 
Kessen Ill are out. 


CURED 


the new film Cursed. 


luck: They all appear in 


videogames that’s 
taking place this 
weekend In 
Somerset. 


ARM YOURSELF FOR THE FIGHT OF YOUR LIFE. 
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Pick your side, choose your deadliest arms, then slay your way to victory in 
Champions: Return to Arms —the powerful sequel to the must-have action-RPG C i A | D IO NG 
of 2004, Champions of Norrath”. Rediscover all the action-packed, hack ‘n’ slash“ ~ RETURN ? TO ARMS 


fun with up to 100 hours of gameplay per character, unlimited battles, deadly Sy hari marts come 
missions, horrific creatures and stunning environments. Sr ones See 


AVAILABLE NOW 


Blood & Gore 
Violence 


ESRB CONTENT RATING _www.esrb.org | 4, 
G P sail ey = ad Js iit — 
change during online play. ail PlayStation.e SN it SONY ONLINE 
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THE NEWS IN BRIEF 


HROUGH THICK AND THIN. 
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HELP FOR TSUNAMI VICTIMS A 


The tsunami that struck parts of India and 
Southeast Asia December 26 caused an out- 
pouring of support from around the world. Now, 
various videogame companies are helping in 
the relief effort to restore much of the land that 
was destroyed and rebuild the affected areas. 
Electronic Arts is donating $250,000 to the 
UNICEF South Asian Tsunami Relief fund and 
doubling any donations made by its employees 
to either UNICEF or the American International 
Response Fund. Ubisoft is also donating money 
to the UNICEF relief fund. 


TAKE-TWO BULKS UP — 4 


Indie Built, the development house behind 
Amped and Links 2004 for Xbox, is now under 
the Take-Two label, which isn’t exactly surpris- 
ing, considering Microsoft's recent moves to cut 
down on its sports franchises. This acquisition 
strengthens rumors that Take-Two is looking to 
expand its library by producing sports games in 
an effort to take on Electronic Arts’ popular line 
of sports products. Whether or not this will lead 
to the full-blown acquisition of Visual Concepts 
remains to be seen. 


0) Ga rit-\ elm mit MiicelecMeat-lamaa\vacjal-]c-Me) me slelerom 
late Santa Clauses this Christmas or overdid it 
on the Baileys, but | have to admit that after a 
foley) cs Ot al ars) taat-tomjale)e) e)i ave Mc) 6) cc\-Maal-] mantle (<M anl-) 
the proud owner of the new streamlined PS2, | 
began to suffer from some serious insecurities. 
A little backstory first: After a swift farewell 
(or=g-Jaalelahvance)maahvaelaleliat-lime[0l-\-]h-> 4) ale al ate ¥2 
\ig-t- opal del d]ale mim com ial-MeleigeMc-t-)¢-]mncgl-laMmZelemer-|a 
¥- Vamme [fom ¢-t-[0 m=) ge) ee Pm ol-ler-lamaat-Melall(elll <cmyeae 
ro l=T mre) mell-ice)e)iare man’ mal-\umant-(eallalcMigeleami ecw o)t-lap 
kets of packing foam. | will not go on a tangent 
1 ofolU| Malena anleleiam me(s\-)e)t1-Me)Y/-1g ey-1e..¢-lel lave mel am tals 
fo[Ulii a imi) im@r-]elel0) mi aalvallalcy-laf-]e)(-Mel-\-l[e-Mcomerelaldialee 
ally have the latest technology even if the older 
iv=rej a} ate) (ele Yaa l-male) m4) me) e)-10)(-) (mm Cle-]ali-le mm mel (e| 
i-to] MO [UiLil-ce Mam dal tomelUlceiat-t-mmrelarcye(-lalalem dar-l ala) 
a most pivotal moment in MGS3, as | prepared 
myself to fight The End, my old (not so) faithful 
PS2 decided to throw a star tantrum and walk 
off the set—this after | had to dismantle the 
machine and tweak the laser setting for about 


MORE BLU-RAY SUPPORT . y 


Vivendi Universal and Electronic Arts have both 
announced their support for the Blu-ray high- 
definition DVD format, which will be used in 
PlayStation 3. These are the first gaming com- 
panies to announce support for any of the next- 
generation formats. While it seems obvious that 
the two would join the Blu-ray bandwagon, it 
does leave questions as to the fate of the HD- 
DVD that is expected to power Microsoft's next- 
generation hardware as well as a variety of PCs. 


TITUS NO MORE 


More and more game publishers are closing 
their doors. The latest is Titus, which you may 
Or may not remember as the publisher of such 
incredibly bad games as RoboCop, Barbarians, 
and a variety of Top Gun games that had 
absolutely nothing to do with Maverick and 
Goose. There is some good news coming out of 
this; maybe a different company can finally pick 
up that license and create a game that will truly 
take us right into the danger zone. 


ZOE FLOWER aka “Gamer Girl,” creates TV programs 
and music videos, and looks good doing it. See the details 
at zoeflower.1UP.com. 


Tam arelel as [ersimcome|-1m tal-Mel-laa(-m (om olele) em a -1| (0) 
oF Taalcle-M ii melare(-1e-1¢-lare mu ar-lm diale me) mcg-l0 lear 
this can cause. 

Vale tal eli ms" 1m eV -) am tal @lal alta at-\omale)i(el-\ cy 
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al=]aalelataer- [ce meUl(cial-lemlaman\vmar-lale pm tar-] a 
jammed my slinky new PS2 into the waiting 
power socket. Without so much as a disc-spin- 
‘aliate me laulsalel(-Mmial-Mant-(eallat-Mc-tomel om-lalemavlalaliare| 
my game. | was in love! | made a mental note to 


Why? How is it possible that a gaming system 
(orc am aat-|<oManl-Mici-1me lel || Avance) male) mele)lare Mell] mie) ar.) 
sare)galiale miele ran Aar-imi'7- Fm celale MYitamial-me(cri[e]p 
of the PS2, with its substantial torso and Net- 
ViVie]d @raver-]elto)culat-je)ie-re Mmm Ula) alam talc magela) ames 
Obviously, in the new year, once the sugar 
cookies passed through my system, | began to 
ime (ome) maahvataiel (eel (olbl-yilae-)i(e)ar-]) mexe)acec)gatcoee 
fanley-) ham ol-\er-Ul-\-M (-),¢.<c)¢ MoM IM LUI) ar] eele Lalo mdal- mele) ee 
ner and | can’t stand the thought of being PS2- 


ALLULLULLLULLLLLULL LLL LLL LULL ELL LLL LOL OLL ELLE EDL TO 


MY BIG-BONED XBOX IS SCREAMING. 
“LOOKS AREN'T EVERYTHING!” 


lol-mJUlc-m Comalele mana liad(-m ol0lcelar-t-y-Malelal@-)it:) minal, 
feF-Taal-mvic-t-melelal-mmn A\ial-mr- Mm ol-t-1Uldp 10] pt) (-1-) emr-] ale! 
sexy little thing it is! 

And that is when my festively plump fingers 
pointed something out...here | was embracing 
the mentality that “thin is in.” Sure, my mini- 
malist aesthetic tastes had come into play, but 
then | started to ponder what kind of message a 
design like this was sending. Is thinner better? 


al 


less at the moment. But as | tie on my running 
shoes today for day three of my New Year's res- 
ro} IUidlolapm Mim elm avdlale male) mi (om (ole) a-imini-- [nett iale 
at-Igeliabeal(em-)|/alelel-ia(-Mlamaalvm@er-laal-imelsial(-lg 
(where my big-boned Xbox is screaming, ; 
“Looks aren't everything!”). As for that washed- 
up cougar of a PS2? | salvaged it from the curb 
just to remind myself that beauty comes in all 
shapes and sizes. < 


TEKKEN is back with better graphics, more playable characters and, 
best of all, new combos that will bring even the strongest fighter to 
his knees. Settle your differences on the PlayStation®2 computer 
entertainment system. DO YOU HAVE WHAT IT TAKES? 


tekkenS.namco.com 
Visit www.esrb.org 
for updated rating 
information. 
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LEGO STAR WARS 


eau NEW FACES OF STAR WARS 


VY 


Star Wars is undergoing a serious regression. Not only did we see an 
8-year-old Anakin ask Natalie Portman if she is an angel, but we’re now 
fe Tol iale Mm Com-\-1- mre) (-] am /4//-]e-me (=) e) (e110 o)Val M-1e [es-mmm (-\-MRYZOLU Mm al-Y-] 00M at-] malelal @ 

Lego Star Wars is the newest and most bizarre (yes, even compared to 
big-headed Darth Maul in Super Bombad Racing) iteration of Star Wars to 
date. Yet, it’s perhaps this bizarre visual aesthetic that might get people to 
elt: Ware me |-lant-me-i-1-10 Me) alm tal-m ole -\e[0(-] magi (ele ha 

Rather than just run the “Lego filter” over prequel trilogy content, Lego 
Star Wars is full of honestly interesting gameplay concepts. It sports an 
Tal <clacssi di ale a=) edt) Vamaalselar- lal (orme- Im aal-) ¢g (om of-laldat-es(ey-(e Me) me) F-WVz-]0)(-Meal-le-le (cles 
(48!) and hefty levels full of secrets. 

The level structure is pretty flexible as well; it consists of 21 levels 
divided into three movies with seven chapters apiece. You start in Dex’s 
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Diner (from Episode II) and enter one of three doors (each signifying a 
aateyv(-Mine)anm tatsm olg-le101-1 magi lole iva bm tat-1e-4-W-] eM: Im coll] acame (ole) me cat-) mate) (el-a-11) 
the vehicles you've unlocked so far. Interestingly enough, once you finish 
F Meiat-] 0)(-1aulam-lam-)){-yole(-Mmtole mela) (ole) @t-1] Mi dal-Me)tal-) aelal-]e)(-) eco olU) alla ig-1-) 
eo) \Va aglole [-meee-(em\.ol0 mer-lamlanlaat-1e|t-1(-)\vmar-\-mZe)0] mil e-) moval) e-(e1(-1 mm (-1] 4a|-) Ole) 
WAVETa me) me OlUi Clea) meal-le) @elel migl-Me)dal-1mu(-0V/-) ome) merolaid(ale(- Mm dal-M-jce) aval nalele(- Ce) 
unlock more characters and secrets. 

Whomever you unlock in story mode can then be used in free play 
mode—which in turn lets you unlock more neat loot and get even more 
characters. With such a huge character roster, expect to see usual sus- 
pects like Obi-Wan and Anakin—and even playable Darth Maul (Vader, 
ivolo}O-lalemer-lple [eM m-14cenc-](elare mi iama-ii-1¢h\Z-Melal dale) i arom il <-mmel apm Ol (olar-) 

Ai cele) o\-1am Cr a ie) au BD) ge) (oi Igele)ol-1am Mci-m 


iW 


Remember the Star Wars Episode I: The Phantom Menace game? It was, at best, mediocre, and at worst, a game so terrible 
that LucasArts didn’t even do an official Episode // game because it didn’t want to make two movie duds in a row. As a 
result, recent Star Wars games have made references to the movies, but there have been no direct movie tie-ins until now, 


with LucasArts’ official Episode Ill: Revenge of the Sith game. 
At least this time it tapped an external developer that doesn’t have a horrible game résumé. The Collective, which has 
done a fair job with Indiana Jones and the Emperor’s Tomb and Buffy the Vampire Slayer, is now tasked with the Episode II! 
game. Think of the whole game as a tutorial for becoming Darth Vader. That is, you get to play as Anakin Skywalker and 
start rampaging around with dark-side Force abilities and moves. To balance this out, Collective is also putting you in the 
robe of Obi-Wan Kenobi—which might mean his gameplay is full of sagely wisdom and Jedi mind-trickery or somesuch. 
Not much has been revealed yet. The game comes out before the movie, so it can be used as preemptive spoiler material 
for dinks that like to ruin movies for other people. Other slim details include the cooperation of Star Wars stunt coordinator 
Nick Gilliard—perhaps Collective's experience in melee combat (from Buffy) will help make lightsaber combat more like actual 


movie-style combat and less like 3D game models spastically jumping around surrounded by lightsaber sound effects. 
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Pub. LucasArts Dev. The Collective Release May 5 


Another interesting character detail is that you’re never alone. In single 
eo) Fe) V-1emvZeL0 Mar \ =] Ml (-t- 1-1 mol al-M-lale rol aalitlgal-cme] om Com cele] mW Reeelalige)|(-10| 
foi at-1g-lei(-Je-mc-leleliarem-](e)are m-laremar-1| el [are mvZol0m-ve) \V-M ot) 44 (-t-M¢- Me lelole Meinl 01a] ae) i 
which are cooperative). Not only that, but you can swap characters at any 
Lileat- msc) tae olg-11-Me) me (al-molUlncolamm Coll mie(-lale Mer-laM-] (vem (el amYZolllmer-laal-M-lace 
take control of any character he feels like anytime. 

If the screens haven't convinced you, trust us—it's a surreal sight to see 


Also, each character has a special ability that is either unique to that 
ot aT] e-(e1 (cle) me lal(ele(-m Com tar-] @eigt-le-(e(-] mh a, o\- Mm Bal-MN\-1e/Mer-] aM Ul-Minl-)[ ml melee 
ole)’ (-1e-m Com ole) an m-lur-(o) magl-M-lai-lea\var-lale maar-lal] evel f-1(Mcal-M-a\Vdl ce) alanlci a] oes 
neat visual aid is the use of actual Legos to indicate which items are mov- 
able and which aren’t. Sometimes you'll have to use the Force to break 
down a Lego obstacle and perhaps reassemble the Legos into a path 
leading to a hidden area. Queen Amidala, as well as anyone in her royal 
(ol Ur-] ge Mmer-]MUt\-mele-] 0) e)(ale Mm alele) <M com a-t-(e1Mr- ere) im e)(-(e-1-M( 02] far] em MO] os EMaslelome)m M-1e (ome l-celMavlalaliare m-leel¥larem ele-larelicaliare maalclim lie |alcct-]o\-1eMen ee 
ability to easily hook a rope within a chasm in the Death Star in A New surreal enough to possibly give the franchise a big boost in the small 
la (o) o)-Mi-we- me (-1al-) tem te-limicelanmalcmanlelany MeAtale mie) mcie)aat-Mele(oMa-t-\-1e) MNT] anl-le market of Star Wars games on the PS2. « 
can jump really, really high. These are the confirmed abilities at the 
nalo)ant-ialemoleimelelama@el-m-JUlgo)at-1-l0 Mm Com-y-1-Mallale |W) <M -lale (eM a -]am@er-la Mi \VaMme) We AGES SSS aes Ae Sa ie a eile PDI 
“R2-D2 can unlock any door” or “C-3PO can whine a lot.” Pub. Giant Interactive Entertainment Dev. Traveller's Tales Release April 
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IT’S NOT ABOUT HOW MUCH TIME YOU SPEND UNDER 
THE HOOD. IT’S ALL ABOUT YOUR SKILLS BEHIND THE 
WHEEL. EXPERIENCE HUNDREDS OF VINTAGE AND 


MODERN VEHICLES FROM THE WORLD’S TOP 
MANUFACTURERS AS YOU WORK YOUR WAY UP FROM 


AMATEUR TO THE TOP PROFESSIONAL DRIVER. 


EVERYONE im 
¥ Visit www.esrb.org 


for updated rating 
information. 
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WWW.KONAMI.COM/GS 


PlayStation.c 


original JimeSplitters is one of those egregiously overlooked games 
that i iS pctuaily sanneatins better than most gamers give it credit for. 
Other than SSX, it was probably the best PS2 launch title back in October 
2000. The big selling point at the time, of course, was that the guys on the 
development team at Free Radical were previously employed by 
I TTaitclarelemm eke) -1aaloleli-Mat-[a-mudal (ep Mmi\/-loM a1) ole) ary] 0)(- ce) mre) al- Me) maal-) 
greatest first-person shooters of all time, GoldenEye. Knowing this makes 
you wonder why EA didn’t just have these guys work on Rogue Agent 
rather than the team at EALA, but that’s another story. 

Having enjoyed moderate success with the original game, Eidos and 
Free Radical teamed up again in 2002 for TimeSplitters 2, which took the 
iia at-oate-hVc) (are mdal-lani-me)m tal-We)alellat-|m-lare My e)(er-ce Mim] om ital: Maalele-Mere)al-1¢-18) | 
'aT-]ae-)4h- Pam age] a- Mm tal-laMm00l0M elt-\¥/-]e)(-Melat-1¢-[eit-1e-mr- mevome) ole) ava palele(-Mar-] ale pre 
aYox-1 are) Mal-aVmaalelid) olr-\V/-1 mi aalele(-t-m al: | em laalelale Manr-lahvae)dar-l an caliave cpm ay-lo mel) 
orelaalaatindiare mal-l[acelet-w-[e1t-Me) mile) (-1ale-M-ler-]iatcim o\-\Ze1 ale) dom gale) al <2\ 2m 
Although TS2 was announced around the same time as the PS2 Network 
Adaptor, one of the most surprising omissions from the game was online 
play, despite the fact that it offered significant enough network code to 
10] 0) ole] gam Lol o)l-\Vi-1e-M [alm Cal-MUlaliL <i \aro\Vd-10) Ma tat-] @ntZelé merele](e Mel) mi cal-lm@aal-la\va eter 
fol (-xole(-)4al-1mm (am: acole)aam-lale Miia) <-te me] omUl-)iale mm ial- Maley vae|-1i0laleiml| Mia) aero) alal-\e= 
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L(folpra lim talicMellelam mice) om- Mle) melm\oll micelaame(-lell-lelaremi melal-Me)mVelU m-\VZe) al (:) 
first-person shooters of all time, though. 

Bi atc Mialicemer-laal-Mlamiat-Mic-laeall-mc-) <-M- Malian) el-] are) m elle m-i(-] o\-Mm@) eVi(elUL\ IVA 
il-]e-4-0 tal Male) om com-Mal-\ vm oleleli(-jal-lmr-lalem ag(-Mactielitlaremanl(e|alm@e) mi tal-m = \ 
arcla<citiare [ere le(-iaar-lelmagr-l@t-Malenuvm-ie]e)eleladialemaal-Mr-lUla(eame) mM tal-Mer-lan\-Me-\ ep 
there have been some major developments in terms of structure. Although 
Tateig-t-1-)1ale | Nace] a(-16-18] Micelaamet-[na-m CoMel-lan\-Mm tale MM f/pe]-ie) 6) //1(-]e-R-100) AVANT S 
always secondary to the fast-paced, silky-smooth action. If you ask any fan 
of the series what it's actually about, they'd be hard-pressed to tell you 
anything more than, “It's something to do with these TimeSplitter guys, 
and they’re, er, messing with time or something.” Part of the problem is 
tal) @al-m->.¢el-1gl-lale-mellelamaie-y-liNaal-\-M-Mer-lalie-] Mal-leomm-laleM-)idglelele] sMant-1a- 
was a vaguely existential Quantum Leap-ish quality to the proceedings as 
p'Zo] male) 0) of-ToMige]pam elele\m com eleleh vam) 4] 0) 0) [arom oy-le auic-]gem-lalemielan'-lnemtalgelelela 
Lileat-wmn ele mal-\U-1mmc-r-li\vme le) mcomlel-laliiavmudivam-lalelaieM lam ey-lat(nel tle 

Future Perfect is quite different. This time you play as one guy, Cortez 
Nial-moy-](e me LUN ANU UIamtal-m elle me llamo) am tal-Meve\'/-1 me) MMI] p¢1-te) ¢)/14(- 16-94 AWA OTS 
charged with moving through time and tracking down the time crystals 
Ltatcl@r-li(e\y a cal-mel-leme [Uhm com aat-lallolllt-lc-Mallcicolavaw-Vitalelele lami aie] e)ihy 
acknowledges the previous two games, this is essentially a new stand- 


x €xitremotegun 


alone experience that doesn’t require any former knowledge of the series, 
Tolaat-idaliaremtat-|@at-\Var- (em) 40)(-]/am =tatome(-lell-)(e)a Male) m com ely--Malllanlol-\ alam tal: 
name. The opening sequence, set in the year 2401, explains some of the 
elite lame) malelnar-laliavm lami com) caecele|(-m-ler-llat-)mtal-M-)elelalaslelel-Moy-le Mell) \Z-m-lale 
Taalanl-elt-1(-)\aer-1-1( Oelat-yar-t-e- Mel abla e-11 dialemme [Ol aroce)diarem collie lame lU\\ar-\-mal- MIS 
Y-1a) olam al Maalsi(eemcalcelllelamiiant-m com te-le-M tal-Melalellal-me)mtal-Melaal-t~)e) [ihc eon 
Unlike many shooters, which tend to force you to plod laboriously 
through a sequential story line, Future Perfect treats its narrative in much 
the same way it does the gameplay. Everything is fast paced and carved 
Tem iaicom-t-1-y1 Wael (e(-t-)¢1e)(-Meval0(a) cm Vit-) mn me (ce) oc-mvZel0 Minicom: Mal-\) Mm alnal-4e)n\- ea 
immediately starts throwing stuff at you, not wasting any time setting 
Ltaliare;-me) ome) m=) ¢e)t-lialiare Mancelthyz-14(6) ale Lom tall-mm =t-1 eam Clem al-1¢-Mm =t- lan Mee) alele) 
lial =t-18aP Co) sme (om Com tal-Mal->¢mtlanl-W4e)al- Mle ie -lal-id(om-lale m=) cel] dale mmr-]avem| 
manages to keep the pace cooking without ever really letting up. As with 
TimeSplitters 2, you'll encounter a lot of different characters—many of 
whom you'll team up with to beat certain sections—but this time things 
are made even more interesting as you bend the laws of physics and 
team up with yourself. How does this work? In one scene, you’re fighting 
Well mc- Wa tal cele le lam: Mm ce-]iam oy-\e1.<-ce MY lag Mm oy-le me lU\\Z--l-M-Mal-)| (ee) o)-lar-)at-(0 mie 
boll mile-) ae) e)(-1e1t\V-M iM com e)(e] @elamol-le Mel UN Z-M-\-Mtal-\ MM e-m Cav/lale mi Com-i(e) om tal- 


Flic igar-] (Marco le Mam ice) an mjelele)iiare mele amanl-mal-)| (ee) e)(- mau iidam- Maelo <-lar-lUlaieal-\ a 
Moments later you find yourself as that alternate “you,” and you need to 
take down the chopper while the “you” from a few minutes ago protects 
ZelUmixe]aamar-[danrm | <-Male)a@-Mer-lad(eelt-la\ mel ale iar-]mcvel bo imi ce)avmele)aler-] 0) mi (i acMale) 
doubt been used several times in Star Trek over the years), but it's one of 
the first times we've seen it used this effectively in a videogame. 


GRAMMAR LESSON 


Future perfect is actually 
“a verb tense that 
expresses action com- 
pleted by a specified 
time in the future and 
that is formed in English 
by combining will have or 


b shall héve with a past 


participle.” Yeah, yeah— 
we know we're not 
telling you anything you 
didn't already know. 


EVERY THING IS CARVED UP INTO 
EASILY DIGESTIBLE CHUNKS. 


Other new gameplay features include vehicles (many of which have 
folULam-1anl o)t-(e-1anl-10] om tat-lan (=) MntZelUM- lace m- 1a Mme) mevorre) om ol¥lo(e\Vmaatlare|(- 
through a level blasting at stuff) and a host of new weapons that span the 
game’s 400-year time line. Although most of the weapons are time-period 
context sensitive (plasma guns with bouncing bolts in the 25th century 
and 9mm pop guns in the 1960s), Cortez always has a rather elaborate 
rele) Yl averaar-lall eleit-l tare mere)alac-]e)d(elam-jae-]o)e\-1e Mm comall-Mu Vala tal-la@r-lile)) Malia mce 
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DISCO ZOMBIE 
CHIMPS 


AND CYBORG MONKEYS TOO... y 
J | 
As with TimeSplitters 2, Future Perfect features chal- | 
lenge, arcade, and multiplayer games outside of the 
main story mode (which is now fleshed out with much 
lengthier cut-scenes). Multiplayer is now online, sup- _ | 
ports up to 16 players, and shares 12 of the 14 arcade | 
modes. As with 7S2 you can set up allgame modes ___ | 
with custom bot settings and custom weapon sets to | 
make the experience truly unique. First, there’s death- 
match and team deathmatch, which are both pretty 
self-explanatory. Next, there’s capture the bag and bag | 
tag, the latter of which has just the one bag, the | 
winner being the player who hangs on to it the longest. 
Variations on deathmatch come in the shape of elimi- 
nation; vampire mode, which requires you to kill other 
players in order to get health; and shrink, in which your | 
ranking dictates your physical stature in the game 
environment. Thief mode has you killing people to 
collect rewards, while virus is a variation on the tag 
gameplay in which tagged players catch fire. Zones Is 
a new team game that has you capturing territory by 
stepping on floor switches, assault has you attacking a | 
fortified base, escort (one of the modes that's not 
online) is a mission where you have to protect a VIP. 
and gladiator is a ranked deathmatch game where only | 
the top dog can score points. There’s also a bonus | 
arcade mode called monkey assistant that wasn't 
unlocked in the early version of the game we played. 
The challenge modes are where Free Radical’s 
unique sense of humor shines—and also where a lot 
of the monkey stuff tends to crop up. There are chal- 
lenges that have you beheading zombie monkeys with 
a shotgun, a plate-spinning variant that has you elec- 
trocuting cyborg monkeys to make them disco dance, 
plus stuff like blowing up glass jars with proximity 
mines and sniping beer bottles in a nightclub. 


| 


eeretc-MYaidame-lenvadaliare miami dal-m-lahdice)alaal-1a) ai dat-) ai l-jam a ole) ic-e mele) )\ia mim Mal l-m al-\-) 
iia (cur-lole(-10M-)[e(-m-)ai-rei me) mal-lalelihvmel-laale)al-iae-lilalemtal-mal-y i'm ol anv-)(eom-lale | lal-) 
i ay-] @r-] 0) ol-¥-] ec Mm COMM at-NV{oml ol-\-1a Male) e\-1e Mie e-1(¢] 4) @el0] me) ml a c-l-M at-[el [er] MoMa-le-lal 
Second Sight. Boxes can be moved around rooms, levers can be pulled 
remotely, and puzzles are made slightly easier in this variation on the 
laaliavemeve)alige)mtg-lale me) im tal-m ey-1-)M\-\-] 8 

Fans of the series will be pleased to hear that the mapmaking feature is 
|oF-[e).@e-]ae mere) at-}(el-)e-]e)hym pale) acm ere) pale) iier-](-1om dal-lam lal e)e-\V4(0]0(-1-16-) (0) a|-eeele) 
fore} aa)e)|(er-|<-1e mm [amr-(eiem dat-] Mui aglele) mi dai-m- lle me) m@-laMlal-jeae(eid(elamant-laler-| MRUy-mal-le 
Tol aal-m e]ge)e)(-laal-mr-) diare mle hvZ-]ale-le(-Melm-|| Maal-M aanvagt-(emi-t-1d0le-\-Mm all (-mellelaal-yihVg 
tinkering with the early playable code. Unlike in previous versions, you 
ale) Wa archVi-manleleiamaalele-Mig-i-1e(e)aamcomeleliomiam-liminlc-1-mellaal-jarcilelarspar-lare 
you're also able to script specific rules for events in your level. Weapons, 
switches, and bad guys can be placed wherever you want, and you can 
olE-War-InelelaremYUltaml(elaleiarem-lalemc->aa0]c-t-m (eo) m-1-[el aM larelhVdiel0l-] Me)(ole maat-lm\Ze)0) 
place. Previous games relied on you to pass memory cards back and forth 
Wiig mYZolel muig(-lalet-m lame) ce(-lancomel(-dglel0l(-Maat-) es-pmol0) mtZelUmY 7 | Mmel-m-]e)(-mceM-jar-la- 
olelmaat-le]alnile.-1a) meig-1-14(e) arm hap me) al-1mm o)t-)\,-1e-M Ul) [ale -l e]-1-) co Cond el-1-1 mt) VJ 0108) 
within the game shell this time. Select another player who is online at the 
same time as you, and you can pass files back and forth as you chat in 


46"0PM March 2005 


idgl-m(e)0)e)VAm @]aler-mvolemY,-mell-jaglelelc-1em\.el0] minal] \-mcem-|| Mme) m\,el0] mia(-lale (ym Zel6| 
ror-]aMe-1-1 ane) oMeel-)colaamaalelia|e)-)\,-]m@iaal-1(eal-1-mce)me)omcomm Lom ol¥lelel(--muvidamelal(ele(- 
nar] oX-im gel (-1-¥am 910) «Mim YZel0Mal-1-(eM Com aat-].<-Me] om alelanle)-1¢-) M-laleM''(-1-] ole) al-\-1 0h 
ali CM taltcm diave me) mcaliale Mm al-l-mol-1-]amele)] ale mela (e)anV/-¥-]e-Me)aM tal: OM (al (oMiCM tal 
first time that this degree of freedom has been available in a PS2 game. 
A lot of shooters are arriving over the next few months, as you can no 
doubt tell from the theme of this issue. Whereas most are serious affairs 


FANS WILL BE PLEASED THAT THE 
MAPMAKING FEATURE IS BACK. 


Vitam -if-] ele) e-1(-m-1(e]a(-t-m-] ale mel-1-) eM eal adale) (ele |(-\-Mu a 0/40 /4- mm -Ja (<M me liii-le- alae 
Ld at-] i @-Magle)e-M-]elol0i mel) a-jalele)iialeM-1m-) cer lam-Ms-10(-)8’me)mellii-ie-ll Meee 
Aida al-maal(e|siace)m AW el-lallalemial-mie-laleall\-Male) Am el-)e0r-] o.-MY-M | \-1- Mm) 
vated in gamers’ perceptions, much as Burnout 3 was last year. 


Pub. EA Games Dev. Free Radical Release March 


BE SOMEBODY ELSE 


information call anytime: 


COLLINS MAIN «- TEMPE, ARIZONA 
s COLLINS WEST - PHOENIX, ARIZONA 


LEAVE SNIPER MODE 


@ MORE VIOLENT 
READING RAINBOW 


Rainbow has made two 
appearances in Clancy's — 
books: Rainbow Six, in. 
which the agents fight 
extreme environmental- 
_ists who planned to poi-. 
| son the tourists at the 
Olympics in Australia; 
in The Bear and the 
Dragon, Rainbow: 
operatives train R 
Spetsnaz to fight the 
‘Clinese se : 


¥ 


atck-MeclUle | a) amermeleli(m-Mlolm-leleluimag(-MUl-- Me) mil-l-a]el-lale ly 

'elc-r-leial ale meiar-[ge(-s-ymr-] ale me (om ecole(-t-ma | mic t-(elal-1-m dle (om tat-lmie-) dale melelar- Mele) 0 lan 
terterrorist can require only about three bullets instead of 30. It instructs 
itar-]@ tal-Je-M tM Me) o]-le]| fem 0) ge) colere) come) e\-Jallale me(elo) e-waste) inle Mlape-lalem-lHelalale 
dal- wr] e-r- MM eo]-1e]e-Mele)iale MelPm AM Cal Mcolelatamaia(-MmO)e)ive)im@(om-lelellalem-larelaal<)s 
module to its lesson plan: snipers. 

Fact is, snipers aren't fellows who run around waving those massively 
oJ are MM auit-s--]ale Mer] am) alele)m ol-re)e)(-Mlamantcmal-Y-le Mm ice)aam-Me-lave(-Me)manle-(-W (1-4 
WV Wau Malo\Varer-] aM ag [UI-) aa atsit-laldivaycelelaamlam-lalem-lal-] om- Male) ml alcom-ve)aal-\e) alos 
lal=t-loMYJaNi(cMaelalallare Mt-(e] gem agl-M-)ae-1-] Mey al] l=) e-M-] eo 10] ©) ele) aml o\-1e-ve)alal-) pm dal-aV7 
laFclale male |alm@iale)al-M-j ole) ar-l elem e)ge)’i(e(-Mololiaminit-1m-lalemila-) 00) )\\,-1 aml Malc\ ecm tal 
roLU AMY aemc- 1am tal-meoleli(eliarem cele Mem eole-t-(eal lace m-] ale mt) <-Mer-]¢-Me) m=] a\vaniole) (> 
iav/iarem come lomiamelmeleimuVall(-mjeleme-muvels dale p 

Previous Rainbow Six games always cast you as Rainbow One, the 
team leader who orders everyone else around. Now there will be a sepa- 
rate wing of missions in which you play Dieter Weber, the German sniper. 
However, you won't play a mission in which all you do is sit in one place 
FTaleM-jalele) me) al-moy-(e(el(-mm@lal-Maall-s-1(e)am-)t-]ac-m 7] deme l-1-]pamat-lialele im el-iiale 
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relialat-re mele Zam eva -lal-lpa\vMmile-muditallam-lame)(emer-\-1d (om Cole] maali-c-1(e) mice comere)\-1 g 
tal-mcct- [gam ade-[e1t(e]acemmaal-t-laliare miele me) <-molel @-lal-eal(-t-m icelanmvelel mm eles-ji tle) s 
‘aire ]ame) om iam co)uU-1ar-laleM(-) ami-r-laaMat-li) ele merelaler-lalae-]i-Me)aMmaat-la\-10hV-)alale mi coy 
and creating, its exit. All this time, they're feeding you enemy positions 
WUE Mele llom-lalem\elUMa-m-laleellle-le(-lemcomanle)'{-M-]9\el0) am-l-M ve) pal-M-lalclaali-cmy iL 
notice your muzzle flashes and angles of attack, and attempt to flush you 
foliar leere)gellare] NVA 

Male) ayer) ar-Jal] e]-1e-mm tale) le] ammm Mal-M-)co) aval [a\-Mar-\omat-linl ele) mel am tilcMe(-1(-18b 
sive, so there will be more mission types than “run in and clip some ter- 
ie} g-) «sua @]al-Maall-s-J(elam lance) \i-1-e-]am-laa)elel-jamm-laleMat-lial ele) same ley-| Mm [el ace, 
aUiam- Wc )Var-] ale MIM - eam Mal-1eoM-Melellale mom ol-M-lam-li cial. manlelie] e)t-\\2-1 mm aavele(-mmelelal- 
in the style of Splinter Cell Pandora Tomorrow—this time it’s mercenaries 
versus Team Rainbow. In these matches, Rainbow brings the flashbangs 
while the mercs bring the nerve gas. There are a ton of additions that 
make Rainbow Six: Lockdown an actual sequel and not just an expansion, 
but the overriding lesson learned is this: Snipers are people, too. 
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e5 TO LIFE 


~ AFTER CAREFUL DELIBERATION 


FOREMAN: In the matter of the People vs. 25 to Life, a game for the 
PlayStation 2 computer entertainment system, we, the jury, find the 
fel-1i-Jalor-lal me lel|iNvae) Mm tal-mcelice\iiare Meial-lee[--n 


Su Ulelce (tm lOM Unmilesime(-te let Mmm Mal-Mel-1i-lalel-lald-w-1ce) amaarele(-M(UalaCclam ony 
hip-hop listmaker P. Frank Williams) allows players to become gang 
members and fight law enforcement in a series of robberies and drug 
raids. To succeed in this mode, you must work as a team, taking out 
cops with any weapons you can find and helping out your crew in 
times of need. It's like Sony's SOCOM series, but with fewer tanks and 
faalela-Manreleliilcve Mm \Vi-lgecre (ot blaring out distorted bass in the background. 
- Illegal firearm possession: The defendant provides players with a 
folpravalale m-lae-\aelmallelalivae e(-s-1d(e)at-le)(-mii-t-] ole) aloe ice) eam t-lalel- [een (s-10[- 
Ingram Mac-10s to AK-47s and the old reliable sawed-off shotgun. In 
terms of pure firepower, the gangsters in 25 to Life outclass the 
policeman’s arsenal of baton, Taser, pistol, and long-range rifle. If it 
weren't for their superior body armor, our forces would be decimated. 
Su at-(¢).<-10-1-1e ale Mm MaloMe(-1cclacer-lalm-saleelele-le(-tomer-lare M-led hina o) val (claalare| 
1(-t-] aal-me) mere) o}-M- ae maglelel-mere) an) oy-| m@-y-(e1ame)dal-1 mela) l[a(- MO) om comm Lol ol-10) 0) (-) 
can fire away at each other in 25 to Life's urban arenas, tagging walls 
ivom-y-lgamel-lalem(-lealce)avar-lalem e)ge)t-leitlalemeig-(e) @alelvl-y-\-Micelaam ele) |(o-m~) AVE 
teams. Even worse, players can also customize their external appear- 
ances, creating “uniforms” for their teams and even drawing unique 
graffiti tags to desecrate peaceful, law-abiding neighborhoods with. 

ah (edts=m ele) |i ae) aha =hV/-1aVZe)a\-m ice) nam B)\"/ pai com)" (o\-mBy-1m-laleMClales-jar-le- 
HIE] ammelamcal-me(-1i-laler-lalm@om-relelacelig-(e) om [ale mele mer-lamc\ ii cova aul al-tom e) YZ 


FT dLare Mm dalcme-lellel-mele)accleM-]eelllalem-\U-lavmanlel ial e)(-\"/-1am(-\\2-] Mela -r-l tl ale Bre) 
faalejaicerl ey-]maleiiy-la(a-m 


SYoValiclareliare MU dii Mm ol-Mar-1(em calicmy el alate MUU arclam inte Me(s)iclalerslal micwacl(ct-li-1e mice 
stores. Court is adjourned. 
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Ruthless cops. Vicious criminals. Petty thieves. On 
the brutal streets of London, they all speak the same 
language. Learn it. With three playable characters, 
25 miles of authentic locations, enhanced graphics 
and realistic A.I., your life depends on it. 
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8:15 P.M. Urban Assault. | drop into the busted-up streets near Kowloon 
Base with a support staff of four. Four. What do they think | am, some 
Mare meolm-10] 01-1 aaat-[aran@lapmalelal cons M-laammmMal-Met-[0(e\Valal-tolamel (eo) 7-10) ish Val am dal-) 
rain, reflecting off the wet streets. I'd consider it pretty if | weren't being 
shot at. 


8:20 P.M. | take out a dozen enemy troops before my C.O. sends me in 
CoMel{-t-]molUlar-Manl-lealial-melelam-laale)t-(x-laa-laiemm mar-mel Uh mant-lalaliaremeal-Mel0lamt0[ c= 
Kolo) <ul a oldici-1e co m-s-\-M anl- mal (el>) eh Vm calel0(e] aM al- WU Ic (ole) «Me -T-lo 


= maton oo bd Tao B= WaT-) (0 Meae-Jatcyoleya ar-late Wl ale) oM lama Mal-la-Xcmalolm@anltioaielanitels 
Tale Mim@al-[arel(-1-M-Mliad(-m-rel0l[ac-11\m ole] mel-lanlam (om imir-\-) om me) le) minlcolllelalr-Malolce(- 
ro) ml of- [0 me [U\\c-m-laleM-t-]ea-leet-lieamicelanmanlva-yelet-\on 


= Hote amt hd NV oY -Tao Lolal lato mm ca(-Mae-lats) ele)aem Milace Me Mcole <-im le laleal-lacreleat-Velal= 
carelessly left in an alley. Now that’s what I’m talking about. Just in time, 
too, as a tank lumbers into the narrow street ahead of me. A few well- 
placed rockets and it’s tanks for the memories. Sometimes | kill me. 
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8:30 P.M. Damn, these bastards are really dug in here; this security 
(Ul alal-imar-}-M ante) e-mel-[e mel) V-M dal- [am aey-\elal-tcem Mer-11 M0) ome)al-Me)mathvale)(elaatele (soe 
reflex boost—and everything slows to a crawl...everything except me. | 
fefofelel-meolUli(-1t-mil.<-melg-yAvar-lalemagle)’,-Miamei(es1- Mi come! \-me)al-M-lal-]aalvar-Mi-(e-mi0l || 
ro} olU(e.<-)ale) Mm M-li soile-M-] M@-lale)dal-]@elal-M-lalem (-t-]eam-]elol0| mdal-Me\-1i(o fell) \Var-wVd| 
underbelly of my shotgun: It fires sticky bombs. He runs like a little girl. 
Matta al-m-> 40) (ole (-s-Mt~] a1e]0] (0 [- I-10) 6) o1-10 Me [xe) 0) e\-LePir-ale Mae) |(<1e fi o¥Le(0hVA 


8:40 P.M. I'm crawling up through Kowloon Base. My C.O. wants me to 
take out four enormous rail turrets, but keep it quiet. Yeah, Chief, Ill get 
right on that. But first—wait, what the hell are those things? | must have 
dg) e)el-re M-lam-lt-laaaPeeielelel-lal\vaidal-le-M-1 dM 14e(-m ge) ole)d (om o)(e(-1e-m-\n'7-]eanl ale ml 
over. One of ‘em zaps me, and my HUD implant goes crazy. I’m one zap 
away from a full systems crash here and | can't see a damn thing—just 
)-) ((omm Olam ale |a) em ale) um me(-1 a] Om Manm-jale)'/e)| [ale pm Ole] oF 


6:45 A.M. Must have blacked out; suddenly it’s morning. I’m inside a 
i¢-1an)e)-m-lalem me le)ar-mOvey-|ildlelamelavlalany-)illalemlamaalvacy-|ar-|elel0i male) a al-4-) 


pinned down and | need to come save his ass. Sure, Sparky, I'll be right 
there, as soon as | plow through this courtyard loaded with enemy troops 
and—oh God, is that a robot? A seven-foot-tall, bipedal robot? Oh, this is 
refelalat-mel-m-me)i-\-)em Mer-]1MU) om-lale)ial-lmol(elaglelemtal-)m@eig-y-)(-1-@- ml ele) at-e)(-mielee-) 
sit-1(oP Man Mlamaa\ ae) "(am olahvz-](-M-s-[aleicer-lavar-lalemtallomeeltlea's-lceM Mit mel lal(on 
grating. | mean, rock is flying everywhere—it takes about 10 seconds for 
Tayadaliaremat-]@-Male) a@-M'7-]1 elm dal-Milele) mre ol-Mevela\Z-lac-1eM [al com-Mmilel-melel-) mgr) t 
drifts through the place. Nice. 


6:48 A.M. Robot versus rocket launcher—I’m writing this, so you know 
who won, but it was close. 


6:50 A.M. Some smartass has been hiding in the rubble. He pops out 
Tare maliecmant-Mudliam-lem =1\Viemele-lal-e(-Mm Manmea’iialem comillomelsmanmielcn-mil-1(e| 
again in case he’s looking to do a follow-up when | learn what the EMP 
was for: All systems are down. No HUD, no force field, no slowing down 
itlaat-Pmacemalle lal anarsi(elammalemlanvat-jie)iiiNVaumM-lnam elele-malllant-lamcelmia(-Mileymiiial- 
in as long as | can remember. Luckily, my systems come back online 


before | have time to hang myself. 


7:00 A.M. Damn, this place is beautiful. 


7:15 A.M. | try to pull Pittman’s ass out of the fire but end up pulling my 
ro) am iaicem| em A\(-m ol-lacelanam-Ma-jicele|e-le(-maal-lar-10)\/-1 aula) com tal-M oy-l-1-)anl210) MN 8-1 f=) 
a= M-j ale) c-Mpalc Mallow ce)’ Z-Mir-] 0010) m@r-Maal-1tg(emcolame)me(-l-lel\aaal-)¢-|Mlam-) a -t- ace 
flavors. We head topside just in time to meet the welcoming committee. | 
pull out my newly acquired fléchette gun and alt-fire a swarm of super- 

r= (=To1 Calit-1e male) gal-1tom com alelaat- mi ame)a mele] me lel-1-) (am Mal-\vm tava Com (-lalem tal- Male) gal-10 
ro) amo)’a-jalele)diare MYYdie|\Vainicom calm ))\/-]engmmelvimant-lial halle me) oMmaliadialem-y-le8) 
other. This strikes me as extremely funny. I’m pulling out every trick in the 
loy- le Mm a-1(-1-S-J] ale Me) el(e(-) mel gelal-1-mmele)lale mandy] e)(-Mme| cele) oll alemet-t-melc-lar-lel--e-lale, 
lif-}-Jaley-lale lm allar-li Mam alge) mele) Zam- Male) mJ al(-1(e me) mee) '.-lmr-]alem-)t-]am(e)e)e)iale 
lig-leme|a-lar-le(-1-pme(-1ce)ar-lélare manl-la nM |el-) m@e)’Z-] mu cal- WM al-1-[0 (Me) maal-Melge)uie Mm mfole|(-1 
fly everywhere. Life is good. Short, maybe. But good. « 
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You are not a chimpanzee. So why are you playing a first-person shooter 
that treats you like one? 

That's been the rub with the entire World War II blast-em-up genre 
since Medal of Honor invented it in 1999. From the odd lack of real 
Nie) [-1a Tora CoM UT-MNl-) oY-1al-t1- Manele) Mil al lave mel om Comer-) mant-(otiatsmel lalal-ve Ml aatets 
MAYA l ia al Merle Maarelec Mal Comerc-r-ldlavem talal| Mave (-\maar-lameelaliceyaiiiare mele MUTI ta 
My -la(oltlmi col avar-laleMci-14t[ ale Mm Or-]a Mm ZolUMal-leal-Mial-Mal-lge Me) M-laNval|V/-le-) Mel 
Honor title? Didn't think so. 

Brothers in Arms, created under the guidance of a retired Army colonel 
Tod [o}]at-Te Mm cnl-mel-\\/-1(e) elanl-1al mi (ct-lnam(acic-v-1e Me) m-Jalle)e)[ave Me)im Com e-le MAW Mita 
to buck the trend by giving the player some actual responsibility. As a 
paratrooper in the 101st Airborne Division, you take command of up to 
six men at once—divided into two separate teams—over the course 
o) MYolU] am aalis(olam AVA (ame ecmci-] me 0 alave M-lam-1(e] alerel-\Vallal(clavz:] Re) m tals) 
Toy aa at-lalehamlanys-t-1(e) a) Pan AV lta me: mere le) )(-MaUlel-me)amaat-M-)alel0] (0(-1al ol bi ace) stem] acer 
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SOME REAL 
BROTHERS 


BIA specifically covers 
the experience of the 
502nd Regiment from 
June 6 to 13. A key 
mission takes place in 
Carentan, a town strate- 
| gically placed between — 
Omaha and Utah 
beaches; to ‘preview’ 
the mission, watch the 
third episode of HBO's 
Band of Brothers. __ 


0." 


J al-] oom Coee-1-) ar- ye | UL-[0 Mm cole: olel-Jid(e]am- [arom aat-lamar-\V/-Mtal-lpnmile-Me) melat-lge(-MU]eleln 
hapless German soldiers. Get it right, and you'll have your crew laying 
down oppressive fire like pros—and after your buddies pin down a sniper 
Wildae [lniilc-in Vole mer-[am-larct-)a-1colU lao m-lareM-lanlelU liam Me [UN miceluem tn Me-t-1 a 
STolU Taro MIL <cmcolomanleco sm comar-lavel(-rau Drolamantalceyivme loin mvZelll mer-laeliat-Me lV i(oMN7-16 
To [UT-To mol [e-ve1t(e]am tcc Ul) ar-mi-\) al (ale cctom Com (1-1 ea Mar] ale Ml ol-vcele-Molate mYZelUM || 
lol-Mere}aidge)iiiarem cella elle (ol(-1-m¢-1)Mt-].<-lamige)aam cal-M-) cele! @aVAVAYA| eaatenval-) 
character pool) with ease. 

That's where the difference could lie with Brothers in Arms. Instead of 
olULtdiaremcelemenicelele]amaal-Maaleld(elatsme)m\c-1ai-10- Fil 3146) (41-]e--).4 0-101 CM YZelU Com of) 
dal ale [ets] ne Molm-1utcle@-laremeal-melel-lee|t-]ame)mvZelUlmile-M(ct-]nabr-lmial-Mcy-]aa1 
itiaat-Pan(e)W am aale (eam talicmccl-i [arom gale) icicm o)f-NVZ-1 e-Merelel (0 Maat:] (Mela ola-¥-] @tal= 
game this spring. « Kevin Gifford 
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®@ FROM THE DRODUCER OF THE RENOWNED 
CASTLEVANIA SERIES. 


@ SHAPE-SHIFTING PLASMA BLADE OFFERS A 
MYRIAD OF DIFFERENT ATTACKS, INCLUDING 
SLICING, GRABBING AND SMASHING ENEMIES. 


@ ACQUIRE SPECIAL SKILLS FOR EVEN 
MORE DEVASTATING ASSAULTS. 


®@ MULTIPLE GAME MODES, INCLUDING 
STORY, SPLATTER, AND MOVIE. 
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UBISOFT 
LOVES WAR 


Er, what is it with Ubisoft 
and war? Three of its 
games in this issue—this 
one, Rainbow Six: Leck- 
down, and Brothers in 
Arms—all involve men in 
uniform using guns on 
each other. Is Ubisoft run 
by a council of warmon- 
gering Frenchmen? Or 
does it just think we vio- 
lence-loving Americans 
have an unsatiable thirst. 

| for military-enhanced 
war games? 


AMERICA'S ARMY 


3 | new developer enter the gaming industry: 
the United States Army. 

America’s Army for the PC was an oddity because it was a pretty good 
multiplayer shooter developed by the U.S. Army. In fact, the development 
team was an actual department within the Army (the MOVES—Modeling, 
Virtual Environment, and Simulation Institute—staffed at the Naval Post- 
fol g-TelUr-1¢cmeleislole)) Mi mele-jit-vem-WMel-laal-Mtat-] mare) Mela) Vm) f-\VZ-1e M'7-11 A olUlmr-] (ve) 
imparted basic U.S. Army training fundamentals. Finally, the game was 
ig-{-m Come (o)U/a] (ey-[e een OLUi Mm dal-lam-lel-liammaat-Mmiblareliare mello Mmcctelalalier-]i\aee)nal-Micelan 
our tax dollars, so it wasn’t “free free” if you want to argue semantics. 

Con Vn daloWAs aah Vanicm olUlatlave Mm dalcmaclela0itant-\al mel aivicMelam ial-Meve) atte) (2% 

This time it isn’t working alone, though, as it has drafted another devel- 
(o) of] piel -101 1 MYA] (oreo (-\1/<1( 0) 0-1 me) mate Mere) atcve)(-YZ-1e-)(0)a Me) mi a-M Olale=T-) 
engine), to help on the game. Rather than create a free multiplayer-only 
game, Secret Level is creating a whole game—that is, a package that con- 
icTial-M-d [are }i-m-laemaalelit) e)t-\1,-1 em Mal-Mcy] ale | (om o)f-)V/-1 am aavele (oY 11 M-la lero) an) ef- lsc a als) 
‘or 1 -1-] ge) me]0 | weve) (el (-1 em alom-)e- 1a t-e-|-M- Mere g0 | Mam oy-\-y(omae-llallarem-lalem\\Z-1n)00 
ally becomes a Special Forces team leader. 

This mode is filled with skill points and team hijinks. You get points 
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ro [UIgiate Maali-s-Je]al-Mmel an te-liallale M-1-1-1-)(e]al-M-]alem olelelmmial-laamlalcom-) 41i (cm come(-)1/-] [0] °) 
your virtual Army man. You also start off as a member of an eight-man 
fire team and eventually work your way to becoming team leader and 
calling the shots. Since the original PC game did a pretty good job of sim- 
ulating Army training courses, the single-player game is expected to have 
Wa st-]|f-(ome(-) 0) (e10(0) ame) m--ve)(0l(-] acm er] f-1-1 8 

cali o-1 I Cal MY ele atm ol-liale Mm oleimiialcom-iialel(-mell-Nclemanlelitielt-\Z-1mnii me) ce) om 
ably be largely similar to what's in the PC version. So expect to find 
Jo} 1 k1e1g-1-1 0-1 ale MM Lom o)f-\Y,-1melalllal-m e)r- haere) anle)iat-ve mui tam-lame)allial- mers] a-1:) 6 
‘aavele|- mi dar-] ai(-1e-M ole lme(-\"/-1[0) o-M-ve)(el(-lmelaliiai-m(aremeelaiileaat-lt(elamelam i ialciialie 
{ole Mer-] alm c-).<-mZelUlm-ve)lel(-lmicelaamyiale|(-Mialcomanlelitle)t-\V/-19 B 

All in all, while the game itself sounds intriguing, the most interesting 
aspect will be its release. While there is a full single-player game that 
Ubisoft feels is equal in value to any other action game on the shelf, it will 
) Ui ol-m-relpal-\ ui al-] melmr-lamele(emel{-vecelalal-(ol mcomc\-1-M al-Mimn iec\- Maw Vana\Vaer-lanlc Maley 
ol -Tore]aal-M- Mie] | cs ela (e-(e Mm o)gelellleiamn'\(-M 1M <-1-) oM-laM-\V/-Meol0] mela Maley @-1h(ceuh'ZcM tall 
recruitment drive turns out to be. 
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Cold Winter is a harsh and gritty look at espionage, no martinis or social 
functions here. The first level isn’t a glamorous operation with a nice 
yf o)(os-t(o]amr-[arem-Me(-t-1da ne (clAviale M40] 0] come | MoM Maat-lal (om -\-ver-] o]-Mige)aa MO all alts) 
olat-te) amu =tal-laal(-t-me(e) am mice) | me)'{-] at-latcl am ol-l) ale M-)ale] coe tall mi i(-s-jaMe(-1 cM colaa| 
r] ok] am o)var-lelcolaar-ld(emelUlaliie-me) mi tal-m-ll mi tmill(-ce mudi dam dal-l]mecvelg-l-laatcw-) icc] mdal-yV7 
FT a -Macolgejal-re mi i10amr- Mit: [aat-1talge)u-1em Cole me(elamme(-)ar- Milam iiad(-M/-) cam tale) 
rj aloe) t-ml-l-1-]e-M-] ale Manip <-1-mtZel0] mel aia) <omeen ol (ele) a eloyel{-t-me)manlUlalitielatcw-lare| 
a-T-1d] War) a e\ AoW e-le Mla i come: Mole)ud(-Mi0li me) m 0-14 ce) Mcomelg-t-](-M-Maal-] <c\allim ele) an) on 
Cold Winter pairs its rough portrayal of espionage with traditional 
gameplay enhanced by some important additions. The ability to use every- 
day objects, combined with the game’s physics, means that you can knock 
if] 0) {-1-Meo){-1 am Como) ge) Vi(e(-Meve)\/-1 am talge) vm->.40) (ele || ale ef-lac-)(-Mr-1 mt -\al-l nal l= fare) mT 
dgct-Jalmer-lal-M-\-Mgal-L<-\-Jaliim-ial(-1(e (mm Cole mer-lam-liial-mece)ace[U(m-Merelal-laltle) are] mi <-aVd 
hunt or find some wire cutters and a metal shard to make a lockpick. 
While the single-player game is a portrayal of real-world “dirty” espi- 
onage, the multiplayer is best described as an odd fusion of TimeSplitters 
and Counter-Strike. While it doesn’t have the hyperspeed of TimeSplitters, 
oe) ta al -Mear-le-le\clme-) el-\-(e M-]ale Mm ox-\ellave Me) m-Menl¥lid] e)F-\Y-] mail] am-lecMaatelg-W-) 41a 
to TS than to other PS2 shooters. Helping its fast and furious pacing are 
Liat-m el-r-1U1 NIU INVA os-1f-larer-ve lO ecve)aat-Mv/-t-] ole) alcoemre-lareliale Migelaa 1] (-laler-(e Mm e)f100) [3 
Col 1U) colaat-la(em-jale)celUlal-mcomUie(ellts-relelaleliaremil-laal-itnlce) i=) toenail ame lic 
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SPIES LIKE US 


There’s a whole lotta multiplayer skins, so no one in a multiplayer match will look the 
same. Now's your chance to shoot around as an anonymous Chinese executive! 


¥ 


Saas? 


the game that Counter-Strike feel. The weapons look and feel like CS 
‘ol at=t-ar-]ale mele merle elt-\Vmlamale]aqtar-lMmact-] (14 (emme) am (-1dat-] mer-lant-(e(-Maatele(-M (la 
realistic about three hits will kill you, while in lethal you'll go down after 
rolat-mall9 Pam Mal-maat-llameler-] me) mm ON d/a-maalelial olt-\¥/-) am (om co ar-\\,-Ml ani-1-) 1 << at-le 
core PC shooter—hence the numerous weapons, the faster speed, and 
ital-m(-\V4-1me(-s-J(e lal dat-lm-1a lero] 0] e-le(-t-meve)al-ie- 1a) magi) i (eo) aman (-(e) Om ant- Maley) me) mm dal: 
rer Taat-mer-L ame) ol-celi avr: Mel l-1Ce]paU/-1-] ele]am (oy-(ele]0] coms al-Mcr-laat-Muar-] eMaal(e lai males 
a “pistols only” match or a match replete with heavies like flamethrow- 
ers and automatic shotguns. 

oaYA-MUiT- Meo) MecelanleiatcreMic-lnar-mere)anl-Smialcome)t-\alamaaltlinle)F:\i{-1em oll Merl al 
harvest the levels for items to create makeshift Molotov cocktails, time 
loke)an)os-pur- [ale Mm ance)i(elam-\-lal-ve] g-meendal-lam-)talale Mm dal-s-\-M(-) palm al com (-itar:] mevelaal e)i are 
are) al-wmniL<-maate) d(olab-i-lal-iialeMilg-ele)an| ecm tal] a@-le-Mial-)a Me) os-el0le-ie Ml eat-in ale) <-) 
fo lg-lar-(e{-s- Miva Me) mm tal-t--Me) 0) t(e]at-M-1¢-¥-] 0) e)| (er-]0)(- com -\V/-1avarel-1aal-M avd 0\-MmnY/01-1 081-18 
a ol-meo(-r-ltalaar-] (apm diale melmcnl-Mall|pmelm@-MI-l-) caal-lamcit-laveliare mee) al (ct1m 

Many shooters claim to redefine the genre, but what makes Cold Win- 
ter worth watching is its attempt to mix tried-and-true FPS gameplay, a 
dark story, PC FPS sensibilities, and a few key innovations into a package 
that looks, feels, and plays rough. 


*ub. Vivendi Universal Games Dev. Swordfish Studios Release April 


Tekken's Nina Williams is 
even deadlier undercover. 


As a covert operative of tte CIA, Nina Williams enters an : 


underground fighting tournament to track Kometa, a shadowy 


underworld organization, Functioning as the “sweeper of her cell, 
Nina finds herself tracking a Stolen high-tech weapon through a 


variety of locations to reveal a conspiracy on a global scale. Nina 


must now face a multitude of deadly enemies, as well as her own | 


past, in order to save the world. 


"as, 
u 


> Control Nina with anintuitive _ > Burst organs, shatter bones 


360-degree combat system 


> Wield a variety of weapons 


www.deathbydegrees.com 


4| — PlayStation.e namco: 


® www.namco.com 


> Deliver Nina’s signature moves 


outside the ring 


Blood 


Intense Violence 


Language 
Suggestive Themes 


ESRB CONTENT RATING 


www.estb.org 


TEKKEN’S NINA WILLIAMS IN: DEATH BY DEGREES™ &©2004 NAMCO LTD.. ALL RIGHTS RESERVED. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Entertainment Software Association. 
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Jerry Holkins (lef and _ 
‘Mike Krahulik, seen here — 


FACE TIME 


beneath their Penny _ 


Arcade counterparts 


Tycho and Gabe, had no 
idea how much of an 


mpact Child’s Play would 
make. Below: some of 
the one-of-a-kind gaming - 
items up for auction at 
the charity dinner. | 
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HILD'S 


e Krahulik and Jerry Holkins are in many ways your typical gaming 
geeks. They spend most of their time checking out the new releases, get- 
ting groups of friends together to play multiplayer games, and dashing 
off screeds about the pitiful state of videogame movies. But three times a 
week Krahulik and Holkins get together to craft a new installment of one 
of the most widely read comics on the Internet: Penny Arcade. 
Chronicling the gamecentric lives of Krahulik and Holkins’ comic alter 
egos, Gabe and Tycho, Penny Arcade is one of the more astounding suc- 
cess stories on the Internet. From its humble beginnings in 1998, the strip 
swiftly became a cult classic. Over its six-year run, Penny Arcade devel- 
oped such a large and devoted readership that Krahulik and Holkins were 
able to turn it into a full-time source of income. Their brutally sharp mus- 


ings on videogames and the industry earned them a great deal of credibil- 


ity and respect. Their opinions were considered so powerful that game 
publishers began inviting them to their studios to check out games before 
release. Their readership was so significant that links included in their 
thrice-weekly news posts often brought the target servers to their knees 
(a phenomenon Krahulik and Holkins dubbed “wanging”). 

It didn't take long for them to start thinking about more practical uses 
for the strip’s Internet cred. “About four years ago,” Krahulik tells us, “we 
decided that we wanted to do something that would sort of use the 
power that Penny Arcade had, to get all these people together to do 
something other than destroy someone else’s website or ruin a forum— 
you know, do something actually good.” 

In 2003, they came up with the idea of organizing a charity drive for the 
Seattle Children’s Hospital. Child’s Play would be a way for gamers to 
brighten the lives of hospitalized children. “We had the idea: Why not 
give these kids games?” says Krahulik. “They’re in a position where they 
can really use some entertainment like that. From there it sort of grew; 
people were like, ‘What if | don’t just want to buy them a game? What if | 
want to buy them a book, too?’ And that’s when it sort of exploded.” The 
first Child’s Play went on to raise over $250,000 in toys and cash dona- 
tions. Let's say that again: $250,000. Over a quarter of a million dollars 
raised by gamers looking to help out sick kids around the holidays. 

“We had no idea what to expect,” admits Krahulik. “In fact, we told 
people they should send the toys to my house. That didn’t last very long. 
My garage filled up, my living room filled up, and pretty soon we had to 
have a company donate some warehouse space. It got way out of hand.” 

After Krahulik, Holkins, and an ever-growing staff of volunteers had 
sorted through the literal truckloads of toys and games, talk soon turned 
to the future. How would they top the performance of 2003? How could 
they streamline the process so that the donations were handled more 
quickly and efficiently? And what could they do to get more people 


interested in participating in this momentous event? 

The first step was expanding the charity’s reach. When Child’s Play 
2004 opened in October, it offered wish lists not just for the Seattle hospi- 
tal, but also for children’s hospitals in Oakland, San Diego, Houston, and 
Washington, D.C. Now gamers across the country could contribute to a 
hospital closer to home. 

Then Krahulik and Holkins started talking about hosting an event to 
help raise awareness of the charity. “Jerry and | were having dinner one 
day,” says Krahulik, “and | was like, ‘You know, every charity has one of 
these charity dinners. We should do it! And we should all get dressed up 
and have hors d’oeuvres and champagne!’ And we just laughed and 
laughed, you know? The idea was just absurd. But we have a guy who 
works for us named Robert who actually takes our crazy ideas and makes 
them real. And so pretty soon we were going to have this event, and we 
had to rent tuxes, and it was awesome.” 

The event, held in Seattle on December 9, 2004, featured a formal 
dinner, two auctions which allowed attendees to bid on one-of-a-kind 
gaming-related items, and a presentation by the Seattle Children’s 
Hospital. Nearly 300 attendees paid $100 a plate (or $150 per couple) to 


A HOLIDAY 
MIRACLE 
Above: just a small 
sampling of the 
truckloads of toys 
going out to hospi- 
tals across the 
country. Inset: 
Krahulik and 
Holkins as dapper 
charity-dinner 
emcees. 


“Mb ddiddddddddddddddddddddiddiddiiduisssii 
“QUR GOAL WAS TO BEAT QUR 


SCORE FROM LAST YEAR...” 


be there, and the night ended up raising $17,000 for the charity. 

All their efforts appear to have paid off. “We probably won't have the 
final numbers for awhile,” says Krahulik, “since we had a lot of compa- 
nies that were going to donate a certain percentage of their sales during 
the month of December, and it will be a while before those numbers 
come in. But right now we're at about $310,000. Our goal was to beat our 
score from last year, and we did that, so we’re happy, you know?” 

With $310,000 raised before counting the contributions of companies 
like PopCap Games or E-ZQual Mortgage, it’s likely they’ve beaten their 
score by quite a lot. So how will they top it next year? 

“Obviously, we want to do more hospitals,” says Krahulik. “This year 
we bumped it up to five from one, which | thought was really cool. But 
the main thing we heard this year was, ‘I'd like to be able to donate to the 
hospital in my city.” So, some way that we can facilitate that, | think, we'll 
be trying to do that.” 

Interested in helping out next year? Visit 
and learn how you can get involved! 


www.1UP.com 


LS RAINING DEAD MEN! 
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‘When Cold Fear's mix of tension and tactical action slides into your PS: 
you can thank Gunther Galipot, a creative director at Ubisoft who crea 
a little something called Pandora Tomorrow multiplayer. While the | game 
has been in development for 18 months, he took an active hand during : 
the ) (cl mm clale mojmelc\c1(0) olpatciniarelare| helped retune, and at times reconfigure, 
the game to what it is now. 

— Originally, signed by Ubisoft last year, Cold Fear was a pretty basic sur- 
vival lavelaneiace|-\s\oMm @Xer-l-1al@]Ur-lne Mel UN ma t-latsyclaime(citcMer-]|(cve im Cole: Mi oley-1ar-lare| 
finds himself shooting up zombies. Yawn. Galipot’s goal was not only to 

tion, but to make that action more tense and tactical.So, 

while you're still a Coast Guard dude checking out a zombie-filled boat, — 
the actual gamepla ow significantly different. 

Originally, the action was pretty straightforward “shoot the zombies!” while shay J alele) 
stuff. Galipot’s tweaks Tare level-ve MialcreelotNaemeta\aigellantcil crlatem elute eanlraee CF] i) ole) a -melidiaar-|(om ole] s ele}-\-m [om (omelg-r-1(M- Mig anvacalaalle sense of 
tion of enemy behavior. The mutatedhumans you fight can do anything where the player's tense exploration and puzzle-sotvias * 


you'll lee be rahiog down normal people (Russian mercenaries who actu- 

ally speak Russian, not Boris-and-Natasha-style English) and even weirder 
: mutant beasties: critters like a monster whose screams can turn off the s 
lights (don’t ask us how); a little face-hugger-like thing that reanimates Pub. Ubisoft Dev. Darkworks Release March 
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{34 STHE. MOST? REALISTIC 
MILITARY “GAME "| EVER MADE”, 


; 


BASED ON A TRAINING AID DEVELOPED FOR THE U.S. 
ARMY* — EXPERTENCE THE INTENSITY OF URBAN WARFARE 
AS YOU LEAD TWO INFANTRY SQUADS THROUGH THE 
HOSTILE STREETS OF ZEKISTAN. CONTROL UP TO 
EIGHT SOLDIERS IN REAL-TIME AS YOU OUTTHINK, 
OUTMANEUVER AND OUTGUN ENEMIES THROUGH OVER 
13 LEVELS OF INTENSE ACTION. ee 


WWW. FULLSPECTRUMWARRIOR. COM 


eC ee Pe POWERED BY 
: Lae: VW spy 


BROADBAND ON : = CNLINE ENRBLES eo ose = . 


“This game is not sponsored 0 or pa S the ted States Arm Se . ee 


y- 
© 2005 Pandemic Studios. LLC. All Rights Reserved. Pandemic®. the Pandemic fego@ and Full Spectrum Warrior™ are tradem ssi and/or registered trademarksot Pandemic Studios, LLC and are reproduced under license diy oe doves by THQ Inc. THO 
ne the THQ jogo are trademarks and/or registered trademarks of THQ Inc. All righis reserved. Microsoft, Xbox, Xbox {7 and the {vs 2 logos are regisiered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are used under 
license from: Microsoit. “PlayStation” and the “PS” Family loge are registered trademarks of Sony Computer Entertainment inc. “Online play requires internet connection, Network Adapior (for PlayStation 2} and Memory. Card(8MB){for PlayStation 2){each sold e. 


separately}. The Oniine icon is at rademar\ of Sony Computer Eoiertainment neds inc, SameSpy and ihe isrocestee by — magn are trademarks of GameSpy industries Inc. All other trademarks, logos and copyrights are the property of their respective owners. www.thg.com 
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COMMAND TWO FIRE TEAMS IN 
STRATEGIC SQUAD-BASED COMBAT — 


MATURE 17+ 


Blood 
Strong Language 


Violence 


_ CONTENT RATED BY 
ESRB 


MATURE 17+ 
Blood and Gore 
Intense Violence 


Strong Language 
CONTENT RATED BY 


ogo are radenaiis of ‘Ubisoft ‘Entertainment i in the U:S..and/or other countries. Gearbox Software. andthe: Gearbox logorare registered ie emarks,¢ 0) “Gearbox Sattware: ‘El C: = PlayStation® ae the “PSz Family Jogo. are oe trademarks 
sEntertainmentiinc Online lay requires internet connection, Network: Adaptor (for yes 2) and eneny Card CU) (for.PlayStation:2). (each sold. separately) The: Online: icon:is a trademark of, Sony Computer, Ent 


ELECTRONIC ARTS’ 
SPENDING SPREE 


if you haven't noticed by 
now, EA is serious when 
it comes to retaining its 
lead as the world’s 
largest publisher. Games 
like Splinter Cell and 
Ghost Recon would help 
the company bolster a 
lineup that’s pretty much 
devoid of any good 
stealth or tactical first 
person shooters. 


Se SL LN SE LR TN NTI SOE PIE SS A ERED BEDE CPE SERRA 6 STE SET PE NT I TEPER SE RT ET 
In mid-December, Electronic Arts announced that it would purchase a 19.9 
percent stake in Ubisoft, which is largely seen as a hostile takeover 
attempt by EA that will eventually lead to the company acquiring popular 
franchises, specifically those found under the Tom Clancy label. Interest- 
ingly, both Vivendi Universal and Infogrames (both headquartered in 
France) seemed to put forth an effort that would prevent EA from taking 
control of Ubisoft. Vivendi reportedly entered into preliminary merger 
talks with Ubisoft, but later denied that any such talks were taking place. 
Infogrames was a little more forthcoming on the issue, saying that it 
would do what it could to prevent EA from gaining additional ground in 
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TOO TIRED FOR THE FIRST AMENDMENT _ 


Parents o Tele (oll lame [enya alelam dalla) <mvele 
are idiots. 

That was the subtext of a December op-ed 
redi-ter-ma dal] Mili l ave) t-meleny,-1aale) mi atolem =if-lele)(-\a(e 8) 
wrote for the Chicago Sun-Times, defending his 
fe) ce) ofes-t-] Come -le[U]t-]«-M dal-m olU]ceiat-t-1- Me) male) (<n) ar-lale| 
sexually explicit videogames by minors. As his 
rationale for government censorship, Blagoje- 
vich wrote: “Parents have enough to worry 
about already. Making a living, running a house- 
ato) (omm-laremele)ialem-]| Me) mcai-Mal-lxe mele al] mt) <-1-9 ce) 
raise a family is exhausting enough. Being 
=> ol -To1(-te Com dare) VVmtal-Mere)al(-1a) me) M-1- lela -lale Mo\V.-1 aN] 
ire (-telef-laal-Mi-m colon anle(e al (om-|-) eam 

Right. We should suspend the First Amend- 
ment of the United States Constitution because 
people are tired. 

Because it's fun and instructional, let’s take a 
aF-Taalaal-1m Com Cle)vam J [-lele)(-\V(elamcmc-t-t-ve) allele Mig) 
FValo Ma aley-) mre) eV (ol0l-) \Vam of-1a-1a) (me lela ai al-1-10 Brel «altel 1 


Europe, but doesn’t exactly have adequate resources to do so. 

So, what's happening now? The French industry minister, Patrick 
Devedjian, has since stepped in and engaged in talks with Ubisoft man- 
agement to discuss the move by EA. The French government actively 
invests in its videogame companies to help promote French design cul- 
ture around the world. Last year, the French government even offered 4 
million euros (approximately $5.2 million) to aspiring French game devel- 
opers looking to get their projects off the ground without the aid of a big- 
name publisher. It's this dedication that will ultimately prove to be a major 
hurdle for EA to overcome if it wants to take full control of Ubisoft. 
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is Our man keeping an eye on things for the benefit 
of all gamers. You can see more of his thoughts at 
SER Se pa es Se ger So eee 
ital-mere}alt-ig) @e)m-1-(eam-lalem-\\4-1 ava (e(-lelet-laal-melel i 
there—just the content of the videogames that 
come into their own homes, which (unless the 
family is obscenely rich) narrows the scope sig- 
falhicers| aia \Vamel-cexe) ale Mm tal-lal cm (omiat-M-1i(e)atcme) mi ial-) 
ESRB, every game comes with a rating promi- 
lal=lalahvamelts) elf-\’4-10 Me)amtal- Mm ice)a) me) Mm ia(-Moley ame hY{-) 
1h\-1gal-1a)e-Me)m tal-Mel-laal-1-melalm M\ar-lale lame) aialmatehVic 
ial-me-] dale me|t-je)f-\V-10 mm Colom AVal-la act) ele) aryie) (= 
game reviewers review the games, they note 
the rating, as they do here in OPM. And on 
many games the rating is even printed on the 
reF-Taat-me|t-vemm AYal-lam’Ze]0ime(-] melo) am com | ml aM al-1c0 mi Ce) 
miss the rating. 


Vo] ce Mam \Y/F- 140 cM oe-(eudUE-] | \Vmer-lame) manic Me-lilale ks 
folg-) olalieme(-s-)e]am (elem (ele) am MI mW7-l10Pmr-11 Mm cal tmaal-tslars 
is that she wasn’t paying attention to what her 
ealitelgcamu-lecmelellale ms Mel-)mrel Zama leleale® 

Mote) om me (elam mit: | <-m-M of-(e1.<-1-1-] mi cem-lal Vela myVal-ie 
mere) aal-\-mcome(-ii-lalelialemiat-male|al me) oy-le-)altmce) 
know what their kids are doing, and that 
includes with videogames. And | believe 
reF-Tanl-laare)<-le--]ale mam ey-lad(eUit-lmacitcll(-lecmanle rit 
have parents’ backs in their efforts to control (or 
Fe) a (-t-1) i aalelalicele magl-lim d(e(cmmer-lanl-meolarcielanlolt(elar 
But implicit in this is the assumption that par- 
ents themselves do at least a minimal amount 
ro) i of- 1 e-18) dale mam (-\-Pmaal-] diale mM iiVlale Mme lalalinte B-| 


VLIDS SDSS DSD SDD SDASA SSDS SSSS SSA ASS AAS SS SSA SAS SS 0 A 


ONE WOMAN EXPRESSED SHOCK 
THAT M' STOOD FOR “MATURE.” 


When ‘one FWel-Jal-1e-] M(e(-1- Me) maal-Meve)al(-18) ae) f 
We r-laal-Ml-M-l-M-1ign) e)(-M-l-m (ele) diate m-]magl-Mel-laai-Mel [10 
itself, one can reasonably ask: How stupid do 
Zo] 0 im al-\Y,-ma Co ol-Malolm col dale) mil-me|(-) me) m-Mer-lnal- 
and if it meets your standards? The answer: 
fairly stupid, or at least unconscionably lazy. In a 
recent New York Times article about game rat- 
ings, one mother expressed shock that the 
ESRB rating “M” stood for “mature”—her kids 
had been telling her it meant “mild.” But as the 


lalelut-i-iale}(omm-lalemelelialem-]ime)mial-Mal-lnemyViela alt 
takes to raise a family is exhausting. | speak 
lige) aam-y.40]-1g(-1a(e-Ma Vale /-1 Oo) anl-1 ale) WYm mant-lar-\e ls 
to find the time as a parent to take a quick 
downward glance at the games my daughter 
grabs off the store shelves, look at their ratings, 
and then say yes or no. 

See? No government intervention required. 
s1U]mdal-iapm melolamanliYZ-M lami lilaleli-me-Valem Maame(-ii0 
ali <=i\Vaiale) @t- [ame | (eo) am <4 


44 BC ROMAN EMPIRE 


WELCOME TO THE MOST BRUTAL TIME IN HISTORY. NO TIME FOR REMORSE, NO COMPASSION IN BATTLE, | Station.c 
NO WEAKNESS IN THE ENEMY. CAESAR HAS BEEN EXECUTED AND FAMILY HONOR HAS BEEN SHATTERED. | 
YOUR GREATEST FIGHT WILL BE FOR THE TRUTH. 


—————————— 
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INTENSE GLADIATOR FAST PACED CHARIOT RACES CHARACTER SWITCHING FOR 
ARENA FIGHTING AND BATTLES INFO GATHERING AND 
PUZZLE SOLVING MISSIONS 


Blood and Gore 


Intense Violence 


Lt *) 


CAPCOM PlayStation.c BoC 


© CAPCOM CO., LTD. 2005, © CAPCOM U.S.A INC. 2005 ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. SHADOW OF ROME is a trademark of CAPCOM CO., LTD. 
“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Entertainment Software Association. All other trademarks are owned by their respective owners 
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RAN 


Stuff your saddle bags and 
head down to Game Crazy-the 


modern day trading post. Get some 
games to keep you warm at night. 


i 


- 

- 
- 
” 


see eee eee eeeeeeeeeeneeeeeneeeeer eee eeeeeeenerunneaeeneeunereeveeeeeenae 


LARGEST SELECTION 


OF NEW, USED AND CLASSIC 
GAMES AND CONSOLES 


BEST DEAL ON TRADES 
IT’S A GUARANTEE 


TRY BEFORE YOU BUY 


ONLY GAME CRAZY LETS YOU 
PLAY BEFORE YOU PAY 
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Hit GENCE for a store near you. 


THE NFL AND EA 
KILL COMPETITION 


JSIVE DEAL WITH THE NFL 


' WHAT EA’S EXCLU 


On December 13, 2004—an unlucky day, indeed—Electronic Arts and 
daT-M\ | OJ pLole) au ar-lalel-molame-MmilvZ-ta'{-1-]@me(-t-] mdgt-] me l-) 2M a AW-> CoOL IV 
rights to all things NFL. In short order, EA has garnered full control 
over the most profitable, best-selling wedge of the sports-videogame 
pie, ensuring that no one else will get a slice. NFL players, stadiums, 
it laamelalicolaaat-emr-lalem (ele lel-m-1e-M-11@-)¥7-]1l-]e)(-m col of AWre) ole) atm F-1e/e/-Jem-lale 
Yat Mw) og -1-) i] alei al -\-t- LU] Maemo) a(-M-1(-1-Mal [ale Me (-lala-W of-}\-10 Mela mere) an} o)-= 
id) dlolammcali-Mal-L.<-s-M 7 /-16(¢/-1¢- Mie) g me) Mm aalelale) ole) Am-liicio enc) Var aii lial Medal 
the NFL 2K series, the biggest threat to EA’s long-standing and leg- 
cValer-lavamie- lie al tiem 

While this sent shock waves through the gaming industry, it’s a 
maneuver that’s been in the works for some time. In early 2004, the NFL 
elu) meoleiar-Mer-]| mco)mol(el-Micelsamellic-lg-1a) mevelan)ey-lal(ctom tare] MU cle-Moar-lelale Mm tal= 
NFL license. It comes as no surprise that financial powerhouse EA won 
the bidding. After all, its Madden franchise has been a top seller for 
i-t-1e-Pt-11 IL ale Maa lele-mtar- lame Maallii(ela mere) o)(-1-5 

Gene Goldberg, the NFL's VP of consumer products, states, “We 
chose EA based on game quality, marketing ability, and track record.” 
Te arc}] e)(-mmeelarct(e(cialale M1 //-1¢/6/-1¢mar-tom ol-1c] ame) ole) atcmer- lanl lave womil-lercal| om ie-lae 
chise, is an annual sales-chart topper, was recently displayed at the 
mole) ier-]iMal-]|Me)mm- lial Mam Or-laco)smm@lal(omme-laleMal-l-mant-liaie-liticvem- Mil el-190 
AV) Me) MeL Ur-1li ava] [acer] tMe|-) 010] mm bo, -t-] ¢--10 [om Glo) (ol el-1ce Mul7-}-Me[0](e aire) 
point out that there is “a lot of self-imposed pressure to improve the 
fe) cele lUlei mi Comar-). <M m-)¢-]ale Mell) ai iam- ce) ell ar. lace mel \V.c)e\-Maal-14.<-11 0) /-(e- a 

SIU) MantcliNMam Caremer-laaliare miareletsidavar-lecm ol-telellale Mm ce)m@-Mc-)m com alee) Wm tal: 
yellow flag for competitive interference, one of whom is Take-Two 
spokesperson Ed Nebb. “We believe that the decisions of the National 
Football League and Players Inc. to grant an exclusive license for 
ite [-Telet-lagt-s-me(om- Mm tg-laal-lale(ell-me|(-1-\-lavd(o-M com ii(-Meelali0laal-leo-lale Mele) at) 
fans whose funds ultimately support the NFL,” Nebb says, “by limiting 
tall melale) (oo. Mmeelgeli ale merg-r- li) avAme-laleM-| lance) me-lat-lial\a(-r-le lave mcomal(elalcys 
game prices.” 

Let’s address Nebb’s points separately. 

. First, there’s no question that this maneuver limits gamers’ choices if 

they’re looking for an NFL-aided experience: There will be Madden or 


ACTUALLY MEANS 


NFL Street. Rumors are also swirling that there is a Madden manager in 
the works that will allow users to micromanage NFL teams without 
rol=F-]i Tare MMltamelanii(s(¢met-laat-) olt-\’Am ole] mer-laat-lecm (ele) diate ce)me)r-linme) (em iele) a 
ball are left with one choice. 

Second, does this move curb creativity? Look at the history. When 
Sony's recklessly terrible GameDay was Madden's main unthreatening 
competition, EA did very little in the way of advancing its game, adding 
rola) A iiaaliccrem-lalaler-] M0) olet-)<-\-Mm s10] melale-Manl-M oto) od Mie-laleiall-(sMer-laal-Me)'Z-14 
ice}anm Bic-t-lanler-t-) em olel-j[ale M-M-i-la(elUlM taley-] mice |//-[e/e/-ekcm dlaveme)mcal-mel elem 
iron status, EA made highly innovative changes to Madden, particularly 
in the last two seasons. Without impetus to outdo the competition, it 
stands to reason that the series could very possibly stagnate. 


THIS MANEUVER BY EA LIMITS 
GAMERS CHOICES. 


EA spokesperson Trudy Muller disagrees, saying, “The pressure is 
fo) amUl-M Come(-11\(-1 mm Calm ol-t-) mu cole) iol-1| Mel-lani-M-\(1-] om tal-] MoM talc Mt: ] gal e)e-tct-J0] 0-1 
that is on us every year. We strive to innovate and deliver a football 
game worthy of the fans who play it. EA carries the responsibility for 
rTM lave Mcclarcw- Me [Ur-lIIMar->.¢el-1e(-lalecoMcromaar-| md atc\Var-i(e] ame] ol colm@t-lale)tal-1m@tsy-t- 
son of fun.” 

But Tim DaRosa, Midway's media relations manager, has another 
opinion. “The Sony and EA football wars in the PS1 days were a great 
Yor] ome) ol-1¢-M-] ale Mel-lel-MAV-16-101-M = AW am (ole) ier-]| Mar-lom ol-1-]am- Milam cal larem ce) 
watch unfold year to year,” DaRosa says. “With these ‘football wars’ 
gone, EA has no market competition to push them further. Their games 
are excellent now, but we'll see how it goes over the coming years.” 

ABalicePmcal-1c-4-mcal-me [1-1-1 (ela melmal(elil-lmel-lanl-m ole (e tM dal (cMale)daliate mately 
ol=-1ameovgi(et-liNar-lalarelelarer-te Mm lave(Ul)tavm@larct(o(clecMcr-\ Vm dal-Milat-] mee) me) male om 
deal is somewhere north of $300 million, a whopping sum that con- 
sumers will ultimately pay for. When asked to respond to Nebb’s com- 


www.1UP.com | A1 


BY THE NUMBERS 
How exactly does the competition stack up? 

Below ts how Madden and ESPN have sold over the 
last two years. 


ESPN NFL FOOTBALL 
216,000 units sold 
$10.1 million in sales 


MADDEN NFL 2004 
3.4 millton units sold 
$167 million in sales 


ESPN NFL eK5S 
1.2 million units sold 
$24.4 million in sales 


MADDEN NFL 2005 
2.3 million units sold 
$111.4 million in sales 


ment about higher prices, EA’s Muller said, “While Madden is a pre- 
mium franchise, prices are dictated by market conditions, so anything 
else you hear about higher prices are just rumors.” 

While it doesn’t make sense that EA would hike the price above $50— 
the market standard for PS2 games—EA has eliminated ESPN NFL 2K’s 
elu rolfel-)mie-laleiall-emm Malel-pmeve]ariUlpal-le-m-le-Melleiaar-} (1 ham -hVdlale Mi aale)acem el-ver- [0 l-1-) 
there’s no choice to pay less. 

SULT PRW ALL (om Caltcm toe ole)(omr-larem ole -1si0] Menlo) cmerelal-M lal-] mole) ce(-1e-Me) al 
fo} gcxel-1 Col avani(ex-1arcl ale par] iaarcxe Msve) (<1 Val come| a\vZ-Mere)anl ey-lalictomelel me) mm elUsT[alststomes 
it's easy to view this exclusivity as a terrible injustice. But Midway's 
DaRosa isn’t overreacting. 

md mele) dor-] | Mt-maal-me)lele(-t-) ar) elelat-ser-lagl-m-1-1e]aal-1a) mi lamdie(-celer-|aal-t-mm ole) 
those sales have been driven by EA’s success with the NFL license over 
many years,” DaRosa says. “If you look back, those sales have been so 
dominant in terms of revenues that if you’re the NFL, it’s a pretty easy 
fo {-Telt-}(e]amm Com par-L.<-Mmm(elal-tciahVAm Me lelam mi talial qui MoM oy-(o mm allave pm ol-ver-] UIs 
gamers on all platforms have been choosing Madden by a wide margin 
for years. Most purchasers of Sega’s game this year bought Madden at 
full price and Sega at $20.” 

| DY-] a Yes-t-M-mr-] ce [0 |p alin) ai om-M-1-1al-}]0)(- Me) al-mee|//-16(6/-emal-l-melelaaliar-|\-le tele) 
what about exclusive licenses for other major sports leagues? On 
January 10, 2005, EA signed an exclusive four-year deal with the Arena 
Football League, but this lesser-known league has barely been touched 
aside from Midway's Kurt Warner's Arena Football, so the move made 
few ripples in the industry. The real question is, will the NBA and MLB 
go the way of the NFL? 

According to the New York Post, Sal LaRocca, the NBA‘s head of 
fe} fe) o-] Manl=iceiar-lareltciiale pr-t-](¢ Pm F-11 <M | dpe) al-Me]gel0)om-le-M lam ial-Mele-)ilenllar-l avg 
stages.” An NBA exclusivity deal will be a tougher sale, for sure. EA’s 
IAAYZ-a aY-1-Ja We ee) e)e)(-e mb] omece)anle\-1aiile)am-l-m'//-[¢(6/-Jemat-\om-lalem atsl-1a mm ol-1-10 mi al-) 
io}ome- 1-10 malele) e\-mer-lan-Mm-1] Calc] @ 

“I'd expect [EA] to try, but | don’t think it will be possible to lock in all 
the leagues in every sport,” says DaRosa. “They don’t have exactly the 
Yo] paloMye) ame) ime le) paliar-lacecm [am oy-1:).¢-10 0-1] Maar) meal-y elle ml am ieleiiey:)| Micelaamr:) 
revenues standpoint.” Plus, there are more players (Sega, Midway, 989) 
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Tam (aXsmvace (om of-F-.<-1toy-]|mer-lan(emdar-lamlam cofeliey-]|mant-Y-lallaremtatcm\ [sy MVelel(e 
likely lose money from such a deal. 

But the question remains: How long before the billion-dollar EA swal- 
To\V come oM-l ale) ial-lamaar-}(elam(-r-le]0(cm iler-)al-\-¥au @val-lale-t-m- leo \\/| =o M-lalemiatom | aya 
want to see how the NFL deal shakes out. Breaking it down remedially, 
EA is a clear long-term winner in the NFL agreement. Don’t be fooled 
Tal Com allel diate Mtatcm Pai im Omarclneliar-l<cmtMmelal Nar MilUceaict-1 mm ol-(el Mm Ol ident] (cl\VA 
this is a limiting move for the NEL. In five years, EA will be the only 
company that has created every NFL player likeness—a pricey, iterative 
eo) gole-s-t- wy AWere] gal er-lahmeleiiol(ecellarem = AVmuar-laleir-[e dll alate M-lamell| ce) mtalcmrel-) ic) 
Madden-beater, and creating 1,400 NFL player likenesses would be not 
vol alhyar- Msi=1 g1oUr-)hvalaal-l-s-1 Vom ¢-]alem>>.40l-ial-Jh\.-) Ul alel(clat-] <iare mm oll m-Mmallelalhy 


IT'S EASY TO VIEW THIS: 
EXCLUSIVITY AS AN INJUSTICE. 


Vial iL <-i Nae) al-Pm Ol al Val i(eigessro) im Yelll (om al-)\{-M dal-mer-]e)it-]mcomell lie) (eM = War.) ale 
it’s smart enough to pick its battles. 

As for MLB, apparently at least one publisher has re-upped for 
three more years, so EA's exclusivity buck—for now—stops here with 
the NFL. 

So, what does all this add up to for ESPN's NFL 2K franchise? Only 
ESPN knows, and it isn’t talking. An unlicensed football game in today’s 
marketplace is a colossal risk, and some speculate Sony will turn its 
NFL game into an NCAA version. But Midway, a former licensee of the 
NFL, is ecstatic about the timing of the EA/NFL announcement. Midway 
gave up the NEL license to make Blitz: Playmakers, a Blitz game that 
shakes off the inhibiting rules of the No Fun League. 

If anything, the stir and shock over the EA/NFL indicates a certain 
naiveté on the part of the industry. The fact is, EA has scored a financial 
touchdown with this arrangement. Now we'll have to wait to see if it'll 
soon score a slam dunk and a home run. “« Todd Zuniga 
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We may not see much of it here in the States, but the street-soeger 
phenomenon continues to grow on a worldwide scale. In fact, i$ 86 
popular in Europe that there’s even a World Cup of sorts for street 
Yolerere] im dare] Ma iste] (Ul e-t-m ale) p alc) (ct-t-m el-(0)e)(omm (cl-Mm ial] MMalelAI@mIMVZelU Mis alolaylc. 
less and good at soccer, then you can live the deen TijEurope. There WJolU ime (elam marc W.-M ComUVelgavar-| ololUl a daloleld|alemaalci of-]| mele] me) im elelllale (ss 


iBitions tha Instead, you can use the walls to ricochet the ball to a teammate 


are even events similar to the AND1 street-bask@leall exh \ 

showcase just how insanely talented some of the best : a VW itlomerlAM Ualciamt:]<cmr-M-1ale) @elamelor-] MN itciearcli\cihVAmdalomale|almelareliele 

players are. Fortunately for you, you don’t have to be a hy melesS > stick functions like the trick stick in NBA Street, so all kinds of crazy 

European or some kind of crazy soccer wigard to participate’ih. FA moves are at your disposal if you feel like freezing the defense that 
: Muay. The gamebreaker option is still intact, but there really isn’t 


Street's 4-on-4 action. 2 : 
As you might suspect, the game is set up similarly to EA’s other much to it at this point beyond a superkick that doesn’t even guar- 


Mew opponents—expect to find some cool soccer-related items 
such as new shoes and kits. 


: '@) Movolulg-\-mm valciecmr-|eomerelualc) elt-)vauparcvel ate) a (orcwm tare] i t-] <c¥r-[e\V/-lal e-le[- Me) j 
' the new soccer setting. Since there aren't any lines in these arenas, 


HOMELESS 


hoy i dere) Meh] palct-fam Cole mer] Biel asta] (c) yougown oj kew Ac) mere] ale Mratcxcicl pale) (circ Ye UF -[e| f Fel aliclowre| a automatic exo] cM] im alc <ci>) 0\-] mm ome lelele mci alelelel am SOCCER CHAMPS 

dara} al Gechvcli-wrel mole laremaar-muVelgcemce \(:).<cmelane.]|m-Ye) acme) Meelagl elit ce) cma Alii Even So, the gavevooks like a solid marriagé of Street style and 

each win, you earn points that you ean use to pick up new players o felelelep old-fashioned § ecer hooliganism. | The winning nation in the | 

enter different types Qi matches that are normally withheld from you. ea =“ 1a 2004Homeless World 

Plus, additional items Will open up as you travel the globe in search of > EASports Big BA Sporf@Canada eieese March f Cup was none other than 
, ew OS , L Italy We're surethe 


team members are happy 
about winning, but were | 
“not so sure they enjoy 
the fact that they might _ 
have to go back to being 
homeless after the game 
is over.Sometimes the 
world is cruel. 
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NO REFS 
One of the great things 
about street soccer is 
that there aren't any refs, 
so you can feel free to 

" uve gma " slide tackle all you want. 
_ . : _ ae You don’t have to worry 
sm about being called for 
offsides either, which is 
probably a good thing 
considering these arenas 
are about a quarter of 
the size of a regular 
soccer pitch. 
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Chart a Course FoR Adventure 
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Join the Suikoden Treasure Hunt 
to secure some exclusive 
Suikoden merchandise. 


Go to www.konami.com/suikoden4 
for details. 
Password: magsnowe48 
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Set sail for a dangeKous FRONTIER where plRates and sea MonsTeRS 
Run Rag@pant. Engage in thrilling combat both on Land and at sea as 
you attempt To fRee The IsLand Nations fRo@ oppression and TURN 


the tides of destiny. 
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2005 BASEBALL PREVIEW 
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These minigames are pretty fun, but most baseball fanatics will probably 
ol-Mr- Ma iaal-Maalele-Mlalda(el(-vom o\’maal-Mat-\ ume) alc] mcm anlele(-Mmu Valle aml areiele(--maal-M-]0)] 
ava Com elUli(o Mm ZolUlmU-immey Uim-itlellUlsamicelsamaal-MelcelUlaremelomentic-le-]i\AMmMal-lec¥r-]c- 
EA’s MVP Baseball 2005 5 builds upon ‘the mechanics of last year's game several initial adjustments you can make to your stadium, including choos- 


i Be. 


Tale m-(olet-m- Mm Uarel (om elblacevame) malc\Wmer-leat:) ©) f-NVamicts] (UL a-tcMe] ale Mm aalele(-tMm CoM dal Tate Mi dal-m (eler-] (Ce) apm tal-m-] 0) el-t-]e-]a(ex-Me) mm cal-Melelui(-d(om-lale Mm dal-W oy-1ac-) mcm ole) Mm tats Mella 

mix. The most notable of these new features are the new minigame type, and the mow pattern for the grass, just to name a few. Your park will 

‘akole(-\-eim Maltcme-)e)g-t-1-14) «-MUlalel-laat-lale-]Mallimiame(-s-jle lame) mi dat-Mel-]eal-y fol ge) Wm lam-i74-M\'20(-1 0M 'Zel0 Mm nal-)<-m-vel0 lace Milar-lalelt-] me(-tell-)(e) arm tal-l me lh -m\Zel 0) 

Tal <-Jale(-fo im Comipal-1. <M) a-] 0) ol-7-] Manto) ¢-ma Comm ol-l-1-10)- 110i lary alom-1c-1aM Mon d-16 mere] aE -lalelele | amante)al-\ Vai com oll] celat-t-1-MU] ole] e-lo|-t-Mm =1-\\Ze) ale Mi tal-] #010 aT-\YZ- Mi CoM <2) ot e-1e) 

rol-Vaat-Tom"sdi daly olt-hValale maaigelllelam-ialtie-m-1-t-l-10)al-Me) mm aalieice)aat-lar-le)lalemaal-lig fo) mo loy4-1ar-me) me) tal-lanr-(e-1 (Maman) (magvele(-mcomaal-liale-]iam- me lolele Mm (-t-] naam Bal-t-1-) 

beloved teams. ates [Te [i <-1-) ol ale Mm c-lar-mar-]e)e)var-lalemaat-L dale Mcielc-Mdgr-im tal-W (cyan melal:)nal 0a Vale) ar 
There are essentially two different types of minigames—one focuses high level. If both of these categories start to trail off, don’t expect to be in 

(ola ox-1atiare m- lace mm (tl-me) tal-1 me celeUi-tmelam oli coal laren MatcMol-ladlavemnalial(el-laat= the World Series anytime soon. 

Taks\dau (ei tWa oem com align iat- Ms of-] | Minicom) o\-(e1|i(om ofelat(elalsme)maal-Mil-l(emlale MULT i SUES sare : 

EM E-] com ole) init of-f-1-(e me) am are) WVMi-] mele Malia dal-M oy] | Pm bmYZolem aliall @iaicomaat> Pub. EA Sports Dev. EA Sports Release March 


wrong spot, then you lose points. Along with those rules, you have to 
Wie] g aVar-]olel0i me) e)(-leit-mdat-) mr-]e-m-(e1d0l-] | \yare) alm cnl<Wil-) (0 pr-e)pal- Me) mY Za) (el amen | <= 
ramps—will increase the distance the ball travels. Others—like card- 
jofey-] ge mei0 | Kole | (me) mi lalil-1(e(-1 emo) mnvce)ai->.<-1-M lam talc Manlie(e|(-Me)maal-mil-)(e—711 


reduce the distance. The team at Visual — went back to the drawing board and returned — 
As for the pitching minigame, think of it as pitching Tetris. No, the with plenty of new features for ESPN Major League Baseball 2K5. The most 
0) foto) <eol am mevelanl-me le iimicelanmtal-m ce) omelmr-lalvataliare pm olUianyCelUMar-\"7-M com lit fol eco d(emeiar-]are [MM Calm o)] Coal iare mia clar-(e-Mmzal amare )umere)anle)(-1(2)\Val efelece\ Tom tals 
color-coded blocks that are placed within the strike zone. If you want to G74o)aT-m oli Ceial tale pr-lar-l\A-}i-m Cole) MUly-Le Mell alaleM mt) od \ MoM of-]-1-) of-1| Me) gey-\e (er-}- km Coll] 
re [1 Mule me) me) {-(e) ale) lee cm olemaalel-im@-ligam-laem-1-1(-(em tal-mele)ae-s-) ele) ave late Mm eli (eam 141) ate), com ol (e). ar-Wy4elal-M- ale m-me-) ol-(e] (em e)] ceva maat-] mole m\\7-lalmicomaal ge) Am ole) mi tal: 


@} Mevoleie-1- Ym ial-Mal olan) el-1 me) mo) (ole). cm ZolU Mm daloley ele) me(-1(-1eanllal-im aal-Mre)g- Mel) ia fola mm aat-ic-lamcelelale iam -t-)qn\,-t-]m@-mel-] palm al-l-M ol-1-1 8M a-)e)f-le-ce mY ida male) arde)ale-| M-lare| 
receive. If you perform well in both minigames, then you can unlock clas- _ vertical spots connected to bars that you have to align. The closer together 
}[om o)F-V/-16-Mr-]ale Me) tat-lmm(-Ye[-ale\-aie-1f-1e-Le Mi aat-1¢-1at-] Molva ol-lalel [are mv ZolUl marlon they are, the more accurate your pitch will be. Also, if you select a difficult 
earned MVP points. o}iCela me) ayo)t-lamcomeluiar-Milit(-Manlele-Mal-t-] @e)am tal-m or] MmZelUM | Milire Mi ace Me e-loMa-lae(s1, 
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iB at-ie-M-M- Mall) melelaii-i(ellaremere)alace) m-veial-laa-Mer-li (cre Mente) dianlelnami(ci(eliare mie) 
refom-l(olareMUUi iam car-Mmal-iuvm eli coraliale Mialtciar-[ec Mm le) Meal i <M lam of-l-).¢-1¢el-]] me) mm cele) 
'ef-]| Mef-leal-s-Mm tal-Malelalm@-lar-] (elem t(e) @er-|a male) yim ol-Mel\-fom com e)-la(elanamelliiclc-1n1 4 
1a] o]-1-Me) mer.) (ojal-s Mia mdgl- Mele) ai(-)(¢ Mm m@-Mel-]]M-lalele) tm em al-M-jale) gti ce) oMmYZelt mer] p 
re TUi (on <\Vailiey Mi tal-malelalm@-lar-l(ole mele Mi lamentcMellecied(elame) Mm taic ey-1| M-larem-lacclan) ey 
to make a diving catch. The same control scheme is used for baserunning 
as well, so you can execute a variety of slides depending on which direc- 
tion you press on the right analog stick. 

Walsmer-leal-)o)t-\/mlcjam minlomelalivmcaliale Mm dar-] @ar-loMel-ial-iil (cle micelaa me) gal= 
reworking. The ESPN presentation has been improved, giving an even 
greater feel that you’re watching a game broadcast on television, thanks 
iCom-yo)aal-Wal-\ i mer-|aalcie-M- [ale |(-t-m-]arem-lelelit(elar-) M-1(-1en(-18) om Malo ie-laleal lM aalele(- 
is as deep as ever with the GM mode, which gives you full control over 
every aspect of your team. There are also plenty of features to unlock, 
such as stadiums, and you can view any trophies or special awards 
you've earned in the Skybox. 

ESPN Videogames 


Visual Concepts March 


Ce 5 Bs pep gogs porn gem, Sr puny yo 
ele i FOr 
- one aol _ - 


Much like MVP, this year’s version of MLB is all about refining the preex-_ 
Ti dfare mcoleanlelt- Mm Mal-ieoM-le-lamme-la\vmalele(-meal-lale(-.-m com tat-Mol-ltdlaleMlalt-lar-(e- Melee 
side of unique batting animations for key players, like Sammy Sosa, who 


Fone 


Vile Com talcolecelamalcmcoleiiia(-mol-1(eleome-)4[ale mm e)i (ea mme) ol-t-) [ale me)me)iceali ale mar.) 
new accuracy meter has been added to the game. Much as with other 
pitching meters, you press the button once to start the pitcher's motion 
and then time it so that the bar in the meter lands in the green area for 
the most accurate pitch. 

Wiel g-Melar-lale[-t-m at-\ om ol-i-1ampar-(e(-mcomelelai(-l(ellaeMmclsic Me) ole) a tmal-l-wr-lele lve 
Yo] aat-me(-1e)tamcomer-lcealialemilvmel-]i (me) vm lacee)gelele-lilarem-lam(eelemial-lme|hictoe- 
general indication of where the ball is supposed to land. If the player 
Litss(effare Mm tal-m oy-]| mat-lom-Mal(elame(-iiclarchVMe-]ilale Pm calciam carla (eelame |) ctw Mel (sr-l cls 
Te (creme) MU tls1f-mUl(cM of-]| Micw-(ecel-]i Nae ce) i ale m Com l-lareMmolll mi mallcme(-liclalcyh cM e-]elale 
is low, then the icon isn’t quite as accurate. 

As for the rest of the game, most of the time has been spent on 
esr laaliialiare Maalomie-lalealticm-lale mer] e--) manele (-t-Mmclotc MO ale(-1e-)¢-]ale|-Mtar-| arm (ell 
fo) m tal- mere) gn) e)t-]ialom-]elel0]| mt-l-)mv{-1-] @-Mel-lani-M)(-lanlenl-le Mice tamai-Male) econ iy-) oe 
lig(-lalel\amlal(-iai-(e-me-cem-]| Me) mcai-Me)e)tle)arcm\elUM | Mille ml amaal-t-\-M paleo (-t-m- lac M- Mo) it 
easier to find, read, and understand. The franchise and career modes still 
give you different perspectives on professional baseball—one focuses on 
controlling an entire team, while the other puts you in the role of a player 
tavsiaremcomant-|<-M-Mar-lant-mce)maliaatciciiM@lamial-manr-)(e) mi (-r-le10(-tmm | mm (ele) com coir) 
solid update so far. 


Sony CEA Sev. 989 Sports | March 
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FIGHT NIGHT ROU 


BACK FOR MORE 


v 


GO TO YOUR CORNERS 


One of the new features in Fight Night Round 2 is the cut man. At the end of 
eM celelave mm tZelUmer-lam-la(-lalem(oynZel0] ai eley <-1m-m-111(cl late m-lare mene] come) me (Ul arelhV- Malian 
aliaie-mela male) va com {iam ial=mile ia) em imncele mei grelol-m com al-)/emuditam-iuZcllilalem-lale mee) ey 
idar-lamvcelemar- hom Com aale)’i-m come) bai-1g-1a) a@-\-1e1d(@) al-me) mi dal-m ele). <-] Mm t-le1-m-]ale m=] 0) 0) \Var-| 
(oro) (oi 0) ¢-1-1-Wo] mere) 4ve]am-)/\'/-1 00 0)'al ole =1-1-1] ale mOlomelamaal-male|alar-lar-llele mii lel a 


A 


_ THAT HAS TO HURT 


Hi el-mel-laar-le|-maavelel-) mam ale/s]aih\[e/¢) @alel0/a le mal ay-\-m o\-1-1a mse] albicer-lavanvallanle)ge\Z-fe| 
fosv{-] au dal-melal-mcolelalem [am cai-m-t-)m@er-leal-MeB)isiclq-layenad e\ctcye) a] aliUlalct-mer-] a melerels | aa ce) 
'ek-}at-We) mm dal omar-[e,-me(-1e\-1alel|ale me) ama) (elem ay (ome) m olUl ale ami-mialce)yamr-lalemuUalslacmlt 
F-lalet-wae-teMbantcelel <-1-] om ialee\ Vince m- Wale] a) a alele) qm ial-lg-Mou- We eleclinvars(eleye Melat-lalecm cay] 
a cut or swelling will appear on your opponent's left side. It’s pretty funny to 
see just how mangled the boxers can get. 


=. 


March 2005 


Beetae 


4 


NO PRETENDERS 


! 


Perhaps the most drastic difference between Round 2 and its predecessor 
is the quality of the boxer models. The fighters have significantly more 
detail in their faces and bodies thanks to an increase in polygon counts 
and the use of various special effects. Just take a look at Bernard Hop- oe 
4 kins, who has obviously taken a few stiff shots to the face. EN Ee) notice the 

ws va 2 : Te lelsteme(-it li Minmtal-meleydiare mel (e\act-r-lale mi tai-ici' |e) i|- sheen that mimics sweat — 

a on his body. Plus, all of the arenas and crowds have been redesigned to . 

depict a much more accurate representation of the spectacle « of f profes: eo 
Tolar] m ele>diale B 


Ret ciinahaibadi te: iste eR TENE : wy 


A 
HAYMAKERS 

bc ies a 
The dual-analog control system from the first game remains intact, so 
you still throw ¢ punches by making certain circular motions, except NOW 
you calf seco! ) get a littl 
Likewise 
as well 
it's p 


anes eA Canada Release March 
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\\ | Ee =~ Sk ——— —— x PICK UP THE SLACK 
| — — mas You could hear the sigh 

of disappointment from 
over 1 million people 
when Kazunori Yamauchi 
said G74 wouldn't sup- 
port online play. 
Polyphony should thank 
the homebrew commu- 
nity for correcting this 
mistake by sending them 


all boxes of cookies. 


@ ONLINE? 


Tunneling software isn't an entirely new phenomenon in console gaming. 
But it hasn’t caught on quite as much on the PlayStation 2 as it has on the 
Xbox—owners of the original Halo have been playing online over the past 
few years thanks to software that allows games that have LAN capabili- 
ties to be played over the Internet. That’s right, any game that supports 
the ability to link a couple of PlayStation 2s together for some multiplayer 
action can theoretically be played over the Internet. 

With this in mind, the BPOup of homebrew developers behind the XLink 

x/ink.co.uk) has been working to incorporate 

Online play into PS? g games that didn’t originally ship with such a feature. 
This includes Polyphony Digital’s Gran Turismo 4, whose planned online 


Japan, Gran Turismo 4 can be played online with up to four players using 
the Kai network, and best of all, there doesn’t seem to be much of a prob- 
lem with lag. Of course, it may not be as robust as what Polyphony had 
planned, but it’s the only way you can experience Gran Turismo online, 
assuming the North American version also works with the software. 

Also, the Kai network isn’t restricted to just the PlayStation 2. In fact, 
PSP games (such as Ridge Racers, Lumines, and 13 others) can also be 
played over the Internet in a similar manner by using the PSP’s Wi-Fi 
capabilities to connect to your wireless network. As you can imagine, it’s 
a little easier to find other PSP players using this method than it is to sit 
on a bus and hope that someone else has an import PSP and also hap- 


play got stripped at the last minute. Now, to the delight of racing fans in 


DRIVE AWAYINALOVELYPS2  ~—> 
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y videogames? Space pre- 
citien: a full listing of the reasons, but here’s 
one possible answer: Videogames let you do 
Yolaatsidalialemcelemerelel(emal-\4-1mre (ome) dal-layi(-\- mm lame) 
videogame, you can travel back 60 years and 
storm the beaches of Normandy with your 
ToTUr-le mm lam-Mvalel-lelel-[nal-mmrZele merce ece)u Um talcmelaes-lp 
[elute L(cmcl-w- Mere) a ae) e) mee) ommaleare)e-le)(-Mall@ant-ltpme)s 
anything in between. In a videogame, you can 
lifaemigi=)alelcmlam-W-jee-lalel-Mr-larem-lave mle lial cela) 
together in search of treasure and glory. 
Tale-Mavale(scelel-lant-mn'Zelemer-lamelgiom- merle 

“So what!” you say. “! drive a car every 
day.” Point taken—but you live in America, with 
em narelarer-)colavmelenvalale Mece)anl gale] (toWm-.40)-] 1 \Y, 20M Pe 
lane highways, and infinite parking-lot vistas. 
American adults drive cars; that’s just a fact. 

Nel Colanve)ahycmeeliaeleomlamer-)ey-lamicmee)eale)(-iicl amelie 
ferent. Only about half the adults over 16 pos- 
sess a driver's license, and not everyone with a 
license owns a car. Why would you want to? In 
Japan's cities, most homes are a short walk or 


pens to be playing the same game you're playing at that moment. <¢ 


teaches English in the land of our friends to the East. He 


does not own a Car. 


“jale]a (cia e)] <omele(cMigelam-Mer-liamjt-]¢(e)aper- lace Maal: 
trains arrive every three to five minutes. Many 
single young Tokyoites pay a small fortune each 
month to live in a six-tatami-mat apartment— 
which works out to about 9 feet by 11 feet. With 
r of-(eroMe-] M10 (el al- Mm eleclaallelaamiamelii(-\-mmer-] me) a=) 6) 
laaler-ja el ge)-me)al-1e-181] ome) m@-Ma-relUlt-1m ey-1a <iale, 
space, which costs an extra $500-plus a month 
over already exorbitant rent. By and large, car 
ownership in Japan is for two groups: the very 
rich and the very rural. 

Gran Turismo 4 was recently released in 
Japan; the series, with its comprehensive vehi- 


can stand in for the real thing. 

“Not the same, but good enough.” Many 
popular genres serve this purpose in Japan, let- 
ting gamers try their hand at an activity that 
eallelalm@mol-mellaiceeliqiiamect-] Mi lli-Me m-)@el-laalst- wml <omtal 
if-lelelt-jaMmF-laat-(e(e) coin) me |\\,-M-) ol-le\-meie-1 pa) el-le moval | 
dren an “animal” to call their own. Bemani 
games, like Guitar Freaks and Drummania, pro- 
vide the satisfaction of playing a musical instru- 
ment at a professional level with a mere fraction 
of the practice time. The popular Boku no Natsu 
Yasumi series (“My Summer Vacation”) lets 
gamers collect insects, swim in the ocean, and 


CAR OWNERSHIP IS FOR TWO GROUPS: 
THE VERY RICH AND THE VERY RURAL. 


cle roster and exotic track locales, has always 
Te) el-r-}(-1e mm Come|(-mial-] ae me-leiiale Mm t-lal-m-lalemer-] mu alee 
jice]anm-lim@-[gelelaremaal-me|(e)el-mm(amel-)ey-lapmale\uuch\.cl a 
there’s another audience: adults who have 
never driven a car and want to know what it’s 
like. When a parking spot costs several hundred 
dollars each month, the price of a PS2, force- 
feedback steering wheel, and software seems 
far less prohibitive. To people who may have 
never actually driven a real car, the obsessive 
fidelity of Gran Turismo takes on a new level of 
importance: In some ways (not all, but some), it 


make new friends. It’s no substitute for a real 
V-[er-] d[o]a mmole ial emeial-lenalialemele-) elallerm-[alema-it-b<-r0 
pace make it nearly as soothing as one. And 

i tlemer 1am (elce[-)mtnles--mlali-lasvelelsmmer-|i]ale i 
games.... 

So perhaps a revision to our original reason 
is in order: People play videogames because 
they let you do something you probably 
Wifelei (ela meleme)aat-lauut-mm (eM [0l-) mi dal-M lan) eles-s-)] 0) (om 
‘olUimdal-m ina) e)ge)ey-]0)(- 9m (ole mm atl-\\.2]e-me (0) aM mer: acl mr: 
game deals with the fantastic or the mundane. 
They just care if it’s fun. 


KEEP UP WITH THE DIGITAL TECHNOLOGY SCENE. 


™ 


Dont miss this opportunity to get your FREE TRIAL to Sync 


Magazine. Its not about the gadget. Its what you do with it. 
Sync shows you the ultimate digital products out there, new 
ways to live with them and how to get the most out of them. 


SIGN UP NOW TO TRY THE PREMIERE ISSUE FREE. GO TO: 


FREDDIE MERCURY—ON A STEEL HORSEHE RIDES 


82° 0PM March 2005 


a ee 


MONKEY VS. ROBOT VS. MERCURY... 

It’s easier to describe what Cromartie High 
School isn’t than what it is. It’s not a drama 
(though it’s plenty dramatic), it’s not a comedy 
(though it’s side-splittingly funny), it’s not sci-fi 
(though there's a robot and various aliens in 
the cast), and it’s not another high-school- 
thug-slugfest show (despite featuring a cast 
almost entirely composed of teenage delin- 
quents). It’s absurd, perhaps, in the classical 
sense, like rhinoceri running through Eugene 
lonesco plays, although Cromartie skips those 
in favor of a semisentient gorilla and Freddie 
Mercury riding a massive horse. Whatever it 
is, it's worth a purchase when ADV launches 
the first volumes (of both the comic series and 
the TV show on DVD) in March. Also watch for 
ADV's release of the Five Star Stories movie in 
the same month. 


MEET THE DEMON KING 

One of the guiltiest good times on the market 
launches April 19, when Geneon’s first volume 
of Kyou Kara Maoh! hits shelves. At its best 
(when it’s tearing loose from the shackles of 
generic fantasy adventure), this is a hilarious 


parody of the fistful-of-pretty-boys concept, 
tossing its hapless modern-day hero into the 
unlikely role of Demon King while a heap of 
hot-looking male associates compete for his 
attention and three cute fangirl-avatar maids 
keep up a running commentary on potential 
couples. Yes, it is intentionally homoerotic as 
all get-out (just barely under the surface, any- 
way), but it is also a laugh and a half at its 
best moments. 


SUPER TECHNO ALIVE 


Contrary to the belief of some, Super Techno 
Arts is not in fact dead, and the saga of Jojo’s 
Bizarre Adventure will continue on North 
American DVD. The fourth volume of the 
surreal heroic action series should be on 
shelves as you read this, and STA (currently 
emerging from corporate reorganization) 
claims the sixth and final disc will hit in June. 


SATURDAY NIGHT SLAM MASTERS 
Although Geneon hasn't yet mined the most 
interesting corners of the massive Toei back 
catalog (including classic flicks like Flying 
Ghost Ship and classic TV like the martial arts 


biography Kick no Oni), the first fruits of its 
deal with the Japanese film giant will arrive 
March 15. The new-school shonen beat-em-up 
series Air Master and the long-running basket- 
ball epic Slam Dunk both launch with a pair of 
volumes on that date. Air Master is a cut 
above the genre average, and the opening 
moments of Slam Dunk are hilarious (as its 
massive, gangling hero first comes to grips 
with the sport), so check them out. 


THE MOST TOYS 

Kicking off a largely less-than-exciting spring 
release lineup (Bakuretsu Tenshi and 
Gunslinger Girl in May, Baki the Grappler in 
June, and more Dragon Ball Z scattered all 
around), FUNimation has a genuine gem slat- 
ed to launch this April. Kodomo no Omocha, 
or Child’s Toy (it'll be released under the popu- 
lar abbreviated title Kodocha), features hyper- 
active child star Sana and her never-ending 
quest to conquer kids’ TV, deal with her half- 
mad best-selling author of a mother, and shill 
as many musical toys as possible with frantic 
freestyle rap sessions. A must-watch for any 
and all ages. « Dave Smith 
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You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? It looks simple, but it's only the start. Each of 
five more puzzles will get harder. But this time it's all up to you. Stay in to the end 
with the highest score and the gear is yours. With whatever options you want. Do 
you have what it takes? Try your hand and play to win! 


Computer Contest. Win a tricked out gaming computer with 4.0 Ghz 
Pentium 4, 1 Gig. RAM, 100 Gig. HD, DVD, Windows XP, Nvidia card and more! 


Video Game Contest. Play on the hi-tech cutting ps with this line-up: 
Microsoft XBox, Nintendo Gamecube and Sony Playstation 3! Get all three or trade 


the ones you don't want for CASH! Bonus options include: 33” monitor, $1,000 in 
games you choose, Gameboy Advance, cash, accessories and more! 


Media Rig Contest. The Ultimate | Environment, 60 inch HDTV 
monitor, 130 watt receiver w/ Dolby Digital, DVD and all components shown. Win 
DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 


We're taliin’ GAMING HEAVEN! 


Directions. Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word diue. 

in the future. For each contest there will be four more puzzles at $2.00 each 
and one much tougher final at $1.00 which will be sent to you by mail. You will have 
3 weeks to solve each puzzle. We don't know how many will but typically 55% 
will have the highest score possible score to Phase 1, 43% to Phase Il, 36% to Phase 
lll, and 32% to Phase IV. Highest score in the final determines the winner. If players 


are still tied they will split the value of the grand prize they are playing for. 


Yes: 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 
(| ($3.00) Video Game Contest 

[| ($3.00) Media Rig Contest 

|_| ($3.00) Computer Contest 

[| ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Name Age 


MVW GNYV dit 


Address 


City State Zip 
SEND PUZZLE WITH PAYMENT TO: 
BAINDRAMAGE, P.O. BOX 9315 


PORTLAND, OR 97207-9315 
VOID WHERE PROHIBITED * ENTRY DEADLINE: POSTMARKED BY MAY 21ST, 2005 » ENTRY FEE MUST BE INCLUDED 
Only one entry per person. You must be under 30 years oid to play. Suppliers of Rattlebrain, inc. ineligible. Not responsibie for 


WORD LIST and LETTER CODE chart 


PINCH 
BREAK 
STOMP 
CRUSH 


W PRESS 
Z PUNCH 


K BLAST 
S SPRAY 
R PRESS 


SCORE... SLANT CHASE 
MYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


7/30/05. You can request Winners List and Gfficial Rules by writing: Rattlebrain Rules, 1511 SW Park Ave. #1102 Portland, OR 
97201. Merchandise names and models are trademarks of their respective companies who, along with this magazine, have no 
affiliation with this contest.{And, if you've read ail this, guess what, you have the personality type to win).©2004 Baindramage, Inc. 


Verifiable retail value of the prize packages as follows: Media Rig Contest package $7,012.00 core components shown, bonus options $3,449.00, cash options $1,250.00. Computer Contest packaye $2,500.00 
for computer, bonus options $2,337.00, cash options $1,250.00. Video Game Contest $700.00 for systems shown, $3,549.00 bonus options, $1,250.00 cash options. 


Get the most out of 1UP.com! 


It's where gamers who live to play get what they need to suc- 
ceed: The best news, reviews, screen shots and 
cheats. Plus, on 1UP you can build your own community of gamers 


to share tips, tactics and even success stories. 


previews, 
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>THE BEST GAME COVERA 


“HOME PLATFORMS MAGAZINES GENAES SOCIALIZE GAMES CHEATS INVITE 

Hl ‘ WELCOME TO LUP Show off your game collection 
FREE MEMSEASHIP... JOIN Now on a MylUP page. E 
i H eae. 


WE KNOW GAMERS | REGISTER LOGIN 


Grand Theft Auto: San Andrez 


| LUP RANKINGS: 
B OWERALLS 4 ook of Lone 
PLATPORM: 2 out of Ye 
GENRE: 2 out of 402 

Avg. Maeninae Matinngy 0.94 


RATE IT YOURBELF > 


Screenshots 


Wornxs hard. 
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Stideshow 
| Grand Theft Auto: San 


* Overview 

* Prewiews 

® Cheats and Stratogles 
* Modie 


DETAILED INFO FOR 
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WORLD CYBER GAMES 
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Vehicies, secondary characte: 


PuMmistwer: Rockstar Games bowriaper 


Rockstar North 


fue hare and more in the latest 


GOKS 


Write Your Own Hype! 


would have 


-..full hype > 


..-full hype > 


See All User Hype 
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THESE COKO BE YOUR FRIENDS 


* Rate This Game 

® Create Club 

* Message Board 

* Find a Gamer 

* Add to a Collection 
* Track this Game 

* Add to Wishlist 

* Add to Faves 

* Declare Yourself an 
Expert 


PEOPLE WHO OWN 
THIS GAME 
Halo Champion 117 


Invite this person 
to be your friend 


ee TGurninator 
fate Invite this person 
to be your friend 


dpepper 
'@ Invite this person 
to be your friend 


Invite this pefSB 
to be your friend 


XxsupersizexX 
Invite this person 
to be your friend 


Solid Cloud 
Invite this person 


Invite this person 
™’, ' to be your friend 


| MCHammer 
Invite this person 
‘ te be your friend 


emaxing 
Invite this person 
te be your friend 


Sealbhaigh 
Invite this person 
2 to be your friend 


mikeygb 


MORE CONTENT 


From your favorite 
editors. 


MORE OPTIONS 


Than any other 
game site. 


MORE SCREENS 


Than we have place 
for in print. 


MORE ROOM 
For longer, in-depth 
stories. 


MORE OPINION 


From gamers just 
like you. 


REVIEW 
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95 Cabela’s Big Game Hunter 


WAU OlowANe cial all gst 
97 Death by Degrees 
100 Nano Breaker 
94 NBA Street V3 


WE’RE RETURNING TO ARMS, AND WE LIKE IT 95 Pinball Hall of Fame 
100 The Punisher 
97 Sega Classics Collection 
101 Shining Tears 
101 Tenchu: Fatal Shadows 
94 Winning Eleven 8 
International 
SoMa YAYCola lem Oarclanle)celarcialle) 


Poker 
RATING KEY 96 Xenosaga Episode Il: 
Octagons. Stomps. Ocs. Blargs. Call our rating symbols what you will—just know that Jenseits von Gut und 
any game that receives five of ‘em is something truly special that deserves a spot in Bose 
your collection. On the other hand, a 2.5 is merely mediocre. And a 0.5? Well...at least 101 Ys VI: The Ark of 
they're fun to rip apart. Napishtim 
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Area 51 is one of the last great mysteries in America. Its scrupulously 

fe [= (-Tale(-roM ole) cel-1e-merelan-mevelag)e)(-1(o M71 tame alm] aallale mmm Ol-\- Me) me (-1-(0| Nz 
force authorized.” A single step in the wrong direction can be answered 
with swift—and entirely legal—execution. The desert air positively reeks 
of Cold War paranoia: Unmarked patrol vehicles circle endlessly, 
mysterious “Janet” planes ferry scientists in and out, and strange code 
phrases and encrypted transmissions fill little-used radio frequencies. The 
U.S. government refers to the base in only the most vague and oblique 
sare lAlalcloomm ZAC [Ul (cithVarcip4lale WLU lacelUlalel late Mm l-laleM com laeg-t-\-W-\i-1- Boe hs 
halo of mystery. 

It’s the perfect setting for a videogame. 

The only trouble is, with so many fantastic stories permeating the Area 
51 mythos, how do you choose which ones to weave into your game? 
Midway's answer: don’t. Just throw them all in there. Alien autopsies, 

J elo) ale larcrelercmalelgar-lamee)aalolurcid(elammege)omelicol-\ommaatcMil(Uleallatclimeciccl cle mUlarcle 
FTalollate Mu e-aQ-1e-\-er-1ale | [alsicie-re Mell (-1 am (crealale) (ole hm Ul ali clect-] me le)U-lealaalciall 
surveillance, intentional epidemics of mind-controlling diseases—every 

(oi g- Ted ole) ma tal-re) ava tar-] @-\1/-1 mei ges-t-1-ce Mm tal-Maaliale me) m@-Mel-le-lalel(emeelalcjelie-(e 
theorist has made its way from those bookshelves of densely hand- 
written journals and into Area 57 in some form. . 
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This is, in one sense, immensely entertaining. It's obvious that the 
designers of the game don’t take this stuff too seriously (well, either that 
or they need some serious help), and this adds some levity to the story. 

A iat-m e)ce)e)(-1anmi-ym emia aialemcomalele) arom ant-la\ me) meatctic Mell) ey-1e-] (om tal-le) g (ct) 
together, Midway has created a story that’s just this side of incomprehen- 
sible. (To be fair, only Roswell, the Illuminati, and germ warfare play really 
MnaT-) (0) Mme) (-t-pe LU] Ml 0l-11(-\ Mia l- Mm Ua] Mm nar-L<-tom] ma colele|am-ralelele|am come) i(eua) 

AM altcm o)ce)e)(-lnnmicmere) an) evolu lare(-reM[amelalom o)\ce)t-] Mci-1e/antclal a ova au ema el-i-me) i 
characters—the Viktor clones and the Mr. White clones—who are on 
opposite sides and yet look virtually identical. Please, folks, | was having a 
hard enough time as it was! 

All this hurts the story, and that’s a shame, because Area 57 takes 
some obvious influences from Half-Life, the great storytelling first-person 
shooter of our time. You’ve got your hapless hazmat hero, your alien 
menace, your frequent scripted segments...! was half expecting to pick up 
a crowbar at some point. But seriously, with a deeper, more focused 
story, Area 571 could have become a classic in its own right. As it is, it’s 
not quite there. 

iM) aal-mol-mei(-r- [em CalelelelaPamm \(e)melUll(-migl-1¢-Mam oe) Ol|me)e-itavmel-lanlamelelele B 
AM alts icmelelomlam-lge(-m el-]amcomcal-Mi-luicrelce) o)e)iavemccrealace) (ele )vmtat-] mele i crm dali 
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oTe-)o)alerc]im ag(e, Ql am atom olele) ar-lare mili <-1-) om talcMer-lant-MaUlalaliavem-)ar-me(-1[(e(elUl hy] 
smooth framerate, but the result is an extremely fast-paced shooter that 
E) Yom gare lar-le[-tom comm (ole) @iare) talline) ave)ame) me lelce(-(el Ute 

Even more impressive than the technical prowess is the wonderfully 
Weel al-re pm aar-leliar-ldh\Z-mele-] olal(er-]me(-1-1[e]amyACcMm Zell mente) om dalcelele|sminl-Mer-lanl-y 
Vol Um oy-}-1-mi dal gelelelam-mell-) a] pleim@ olgele|a--1-1[e)ame)m-la\Vine)alaal-iait-] Miia (ote ike) eam tal=) 
1f-Te lai iieclar-lalt-ipame) mm dal-mele) ol-1 aa l-\\-1|-mm cemr- Ml aale) come) gel-lal(om-)\z-1(-1g0 me) mae lan 
nels and caverns, to the final stages, which are quite literally alien. These 


final stages really cemented in my mind the skill of Area 57's design team. 
Most alien architecture in sci-fi games falls into one of three categories: 


LtaleMcclegebiiicelarcia(emmeralcolpal-or-Taleme)i ial dare pie] alccm parole (ci pm taiMe(<)e)¢ctsscy [nie] 1 
stark yet strangely familiar model; or the HR Giger, “I’ve seen Aliens too 
many times” model. This is something completely different. These areas 
izi=] IL <om tals Van cl acme (or-}[e] aleve Male) al e)’ar-re)anl-elal-Maat-) diate m-mec) at-el(elU(-M- 11 (elem ce 
Welle alelaat-lamanle) dipole] me) ’m-re)aat-lelal- mu alemem al-\\.-]mr-[e1del-] | ham el-i-lam com =t-1a0ap 
That's quite a feat (well, assuming the levels weren't actually designed by 
aliens—which would, | suppose, be a feat of another kind). It made me 
WEES] AM ta-Wme ela atcmar-leme(-\Zet-\e Manvele-Mdlnat-mcom tal-W-)((clamecycvelaal-lalce-lale eM Its 
CXS CoM Calc anlelecmanliiit-]avalele) dale mts] tct-\-9 
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As you progress through the different environments, the feel of the game 
progresses accordingly. It’s fairly subtle, but by the time you reach the 
end, the early segments start to feel like a different game. I'll explain. See, 
ole mei t-1 um tal-mel-[an(-M-l-M mi dar-] am Ove) (-Mir- Me aal-lanlel-) me) m-M al-74-)ae(el0 lm aat-l (<i ate] {s 
foi (=t- Tale) omeia=\\ar-1-1 0) Mam comere)aic-liam-lam-l-oa\,-1 cael allel-ialtii(-lemeleltela-t-) a law-\acy-) 
51. You're very quickly equipped with some pretty serious firepower (a 


BY THE TIME YOU REACH THE END, 
IT FEELS LIKE A DIFFERENT GAME. 


WiVi=y-L a ole] i a1 Inman) co) av Ami mele ir-l-) @aal-PmuValvmuvelel(em-Mal-yagar-i@elaelal m@at-\i-) 
idal-w-}ile]alcct-) melts mace) um co mel-m-Maat-lealiaicme Clara m-lalem-\-lal miami tale: 
constantly shifting roster of squadmates. 

Remember the scene in Aliens when the soldiers are instructed not to 
discharge their weapons, but Vasquez freaks out and starts firing wildly, 
e}celan)eltiale M-)Z-1aelal-m Come (om tgl-M-t-[nalcam Macc Mile-) mi (alice me) acre Me) meal Mel-laa:) 


KEEPER OF 
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@)74\\ itn (o)iime| (em tal-M(el-r-Mcome (om cgll-me-lel(er-] Mul eler-l(-me)m- Ml le|slere| Ulam) plete) cel, 
come about? 

JAMES STIEFELMAIER | must confess that as a kid | dropped more 
quarters on this shooter than any other light-gun game. Midway has an 
excellent back catalog, and it made sense to recapture the spirit of the 
ifelaicrelelamer-laat-M-lalemce-larcit-ltcMl mini com-Masle)e-manlole(-luamantcvel[0laame malls) 4 

rer Ial-ie--] 0) e)a-leit-|\-mial-Melelel-lilale me) m-melt-l-t-) (om) mili m-j mele) al-M.7211 ol ale m1 ta) 
respect. Even today, | see kids playing Area 57 in a local pizza shop, so | 
iicl=)m-]ame)eli(er-\ifelpmceme(omimulelie 


OPM Does basing a new game on an old franchise make development 
easier or harder? 
Meta Mi taliel qiime(-)olclare(melamale\ i mcitaletivmrzelemanltcy mice) (eum tel-Mir-laleal ice 
ialiaLa@iimeelel(emel-m-mellice(-lsmim cele mal-lemcemeelanlel(citcl\Vacjt-\antae(-m com dal: 
relate liat-l mje) avae) mei at-r-(e1 (16mm 310) Mr] ame) (eM ie-lalealiioM tar] am el-liareme-\uit-](pacte, 
can help you greatly; it is like the old game wants to whisper its secrets to 
olU Mm ali elialemvcelem-1-) ar Mmal-luimelie-ret(e)@MuVali (om electiclavdiare mi tCcme)(emelle)ava 

Take Robotron—it has an excellent play pattern, but the 2D ‘80s visuals 
don't suggest much. However, it could be an engaging game; it is about 
rescuing the last human family from the clutches of an unrelenting 
ge) ole) i(emtalg-t-] Mim merle Mmilalem-Maal-r-lallalelivl m7: \ an cemely-m iy em-lal-)| (ele mile cela mr) 
3D world, | believe the game would sell. | want to attack this game next. 


OPM The PS2 seems to be experiencing a major resurgence of first- 
person shooters. Any idea why that is? 

JS | think FPSes are some of the most accessible games to play. Due to 
the point of view, | believe they allow for greater suspension of disbelief 
as you are the in-game character, those are your hands with your 

WiVt-] ole] aim Mal) \ar-]ecm-] omelet.) mucelmel\aialem talcm e)l-\\,-]mr-Mer-] tal-] alee). e\-1e(-]8 le —e 
aT-J/e}iare mi comu-elelel-M-1ig-t-1-m e)va-jaleleliiarem-lal-laal(-\-e-laleme)(enuiiare mel em anllale los 
yVeleliteyar-linvamtal-\ vm eliereli haar h\ZcMr-Maalelitle)(-)\,-1 mere) ea) elelal=ia)m@-\em ial-)\ar-]e oi) 
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OPM Your portrayal of alien technology in this new Area 57 is extremely, 
well, alien—how did you come up with all the unusual designs for the 
alien base? 

JS The credit must go to our art director, Pete Franco, and our art staff, 
especially Michael McClelland and Mike Fong. They set several priorities 
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AREA 51'S CREATIVE DIRECTOR LEAKS SENSITIVE INFORMATION 
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miele ale cmAlUlanrclAMcl ceili cceaul ccm lcmrclue(cl\vmaatcle(cMUl oe) mulelaim@larel(cs-m-lare 
flat surfaces, we tried to make the alien art style as organic and curvy as 
we could. 

Second, we really wanted to show the aliens using energy-based 
itsToi alate) (ore am-selaal-italiaremecc\elalemen-Manl-ltclm-l ale mee) alerecl (ome) im talcmpali lite] aV 
Ta dieelalaal=lal team Malem lola (omel(e)y\-m-l elem elglelaimile|pitcmect-|| Name lh cm tatce-| iii) 
environments an ethereal quality. 

Third, we knew we wanted a sense of depth in every part of the 
Taleo) al anlsia) emelom (Vom cole) ar-le\\c-lalele(- Me) mel-| e\-m el-1icl-lal el-] alc) cmecciomapleelele| a) 
litele) s-yar-]alem-n4elesi-le merci linletm-lalem-lecelcvem-(eleliile lit] me|-lelsnlcluavam Acmel (ela 
want the player to ever see a flat wall with just a texture. 

And finally, the textures were kept simple to emphasize that this was 
lame TatLicet-l Madi cel alenlcial Mm MaT-leomuelel(e lama ol-M-l anya el-l-il [ale m e-li aime) merelale gc) tc 
in these areas—alien material technology is just too advanced. 
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~THE BASE IS REAL, YET STILL 
SUCH A COMPLETE MYSTERY.” 


0) 51 \/ in Adare) me lemZele mm el-le-e)ar-liNAmuali nl qarc) e)elcialcle mee) mi [-M al-le)e\-laliale peers) micas 
igcte] WACK cy: Mon ig 
JS The government tested a bunch of spy planes there, developed the 
F-117 stealth fighter, and | think Area 51 is a launching point for the 
Aurora hypersonic spy plane. 

| think the majority of the base is made of the mundane “secrets” we 
already know of. However, where better to hide a secret than within 
another secret? | truly believe there is darker side to Area 51, a part of the 
base that very few of the workers there get to see. This is where “they” 
are still reverse-engineering alien technology from the crash in 1947 at 
Roswell, New Mexico. 


OPM What is it about Area 51 that’s so fascinating to people? 

JS | think it’s the possibilities of the unknown. The base is real yet still 
such a complete mystery. For people with imagination, the possibilities 
are endless. 


MUREVENS 


AREA 51: THE 
REAL STORY 


1 LOOKING FOR LITTLE GREEN MEN? 
| KEEP LOOKING A 
r 
| So, what exactly is Area 51? You may be surprised to 
1 learn that it has very little to do with aliens. The Air Force 
base at Groom Lake, Nevada (variously called 
Dreamland, Paradise Ranch, Watertown Strip, and many 
other names) was designated as Area 51 only on military 
survey maps of the ‘50s and ‘60s. Groom Lake has served 
as a testing area for top-secret flight projects since the 
1950s. These “black” projects include the U-2 spy plane, 
the SR-71 “Blackbird,” and the B-2 stealth bomber. It's 
unclear whether the military is still using the site for 
secret testing; a late-'90s Popular Mechanics article 
concluded that due to the public interest in Groom Lake, 
the Air Force's primary test facility had relocated to 
White Sands, Utah. However, the frequent pilgrims to the 
desert around Area 51 continue to report strange lights 
and other airborne phenomena, so the base may still be 
in service. 

With all this in mind, you may be wondering why Area 
91 ever got a reputation for housing aliens and their 
spacecraft—most notoriously, the remains of the ship 
that allegedly crashed near Roswell, New Mexico, in 
1947. This perception can be traced almost exclusively to 
a man named Robert Lazar, who in 1989 claimed that, 
while working at an Area 51 facility, it was his responsi- 
bility to reverse-engineer captured alien spacecraft. Until 
Lazar's publicity campaign, alien enthusiasts tended to 
focus on Wright-Patterson Air Force Base near Dayton, 
Ohio. Wright-Patterson is the home of the infamous 
Hangar 18, which is where the wreckage of whatever it 


was that crashed at Roswell is widely reported to have ya 2 ' I ee ak 
ended up. Once Lazar's story started circulating in UFO : i ie ae aes “dl Hie ich 


fan circles, though, it was concluded that the remains ee ; ee a ie HW oe 

had been transported to Area 51. Why the government } : , y ; ney ; ' . 1 \\ HW —— 
would transport top-secret technology across the ' +e tiie - 

country—twice—is anyone's guess. ‘ Wh L 


It's easy to see why Groom Lake has retained such an 
air of mystery, however. As a testing area for advanced 
military projects, Groom Lake is, by necessity, extremely 
well guarded. Sightseers are not permitted within view- 
ing distance of the base, and its defenders are author- 
ized to use deadly force on trespassers. The Air Force 
has even gone so far as to buy up the mountain ranges 
surrounding Groom Lake in order to make it impossible 
for civilians to have a direct line of sight to the base. 
Clearly the government is hiding something, you say! 
Well, yeah. They’re hiding military secrets from potential 
enemies. Could they also be hiding alien technology, 
though? It would certainly be as good a place as any. But | 
with all the Area 51 hoopla in the last 15 years, it's 
supremely unlikely that a cover-up of that magnitude 
could survive. In the end, you'll just have to decide for 
yourself whether you want to believe. 
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THETA MAX 
The Theta (above) is a 
particularly nasty beastie 
whipped up by the Greys 
in a fit of maniacal mad- 
scientism. You'll run into 
him (and his. siblings, 
presumably) a few times 
over the course of the 
game—and wish you 
hadn't, every time. 


‘eve) al-J-) «Mey mZ-]aT-)U(e) promo) am car-] mi cat-laa(-mm colelelarie-li diate maeltlelslal-1e <cmee) pale) (2102) \\7 
Kox-lTale Mi aat-iimialst-(el-mOli«-le-]|\VAm ame) al-Mant-)pnle)e-]e)(-Mer-t-1-) B- lM ale) ge (-1-Me) i 
anlelat-j(-1e-M(-1-] om dplcelele|em-\\,-1aVar-\'Z-] 11-10) (=m ole) at-] Mall MMV -1 aan 7-11 me lelal- Pe -\V-1 am tal) 
voice acting is mostly exceptional. (And let me take a moment to say that 
any game designers who aspire to have their characters lip-synch their 
lines really need to spend some time with Area 57 to see how it’s done.) 

AN ih colem-role)amminlelele|ammceleMc-melam Zell) me) ame-lalem (al-mel-lan(sM-)t-] atm COM (-1-1| 
salela- MIL <-M-JUlaa\YZ-] ma lelace) em COlUMe- Malini diare mele) 2am <-\(Z-ym ole-\VZ[ale ie) malcr-]i inne 
ups, and jumping every so often as some hitherto unseen creature leaps 
out at you from the shadows. The pacing is still brisk, to be sure, but it’s a 
little less insane than in the earlier levels. 

As the game draws to a close, the tone shifts once again, reintroducing 
some serious gunplay—albeit at a much more deliberate pace—while 
narclinle-}ialiare WM tnl-lpal-me)m-> 40) (ele-1t(e)am-[alem ta-meleer-l-y(e)al-1 Mian] 0)(-m oleys4(- ee 
like this; it’s nice to play a game that isn’t just a shooting gallery with 
interchangeable texture palettes. 

LOL mau UE) ami merelel (eM al-)\.-Melelal-Melam(e)ale(-]em MeMaelle lal \Va-\\a pate] (cance) ane 
re){=1d(e)am tiaal-m-)ar-[ cell] ace mm Om comm bom alolel cpm Meme|l-lel\Vaial-\.-Mt-] <clameelele)(-magt-1e 
\VColg>m Clant-mscelel(emats\\,cM-] (sem aal-r-]a) Mm palele-me)e)elelacelaliavamcomce)i(o\uim-la\vyme)minl-) 
myriad story threads, which would have been a very good thing indeed. 
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looking a /ittle less sparkly if it meant another five or 10 hourgof play: But 
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DUCHOUNY'S YOICEQVERS ADD 
A CERTAIN X-FILES NOSTALGIA. 


expensive) voice talent. Duchovny’s voiceovers add a certain X-Files 
faley-j<](¢]f- Pm com el- M101 c-Fm olU] @alicme(-r-[e/ey-l ata comstaicm ole) [al cre)ier-it-]celalr-Mmcelal~ 
makes him better at detached irony than he is at drama; far too often you 
ror-] aM} aaley-\mial-t-] mm allaamae)i(iale Mallom=\\{-1-me)'1-1 mm tal-Meleer-l-ylelat-li\vmanl-)(elele-lear-l tle 
naleyare) (eye [e(-t-mm\Ut-lalvelapmel am tal-Me)tal-l am al-lare pm tome) eV (elel- \Vme-nYc) ale ml amalloMae) (- 
as the sadistic alien Edgar, but even with his voice this heavily processed, 
he still sounds like that skinny Goth kid who used to spend study hall 


www.1UPcom S91 


REVIEWS 


+ a eS cool A es! YT | er : 


Bi igi alana samy ay ie 


The first thing you'll notice about Area 57's online play is 
that it’s fast. Damn fast. Due to some cunning memory 
management, rendering the levels themselves uses up 
very little processing power—meaning your PS2 is free to 
devote all kinds of resources to keeping the many graphi- 
cal effects buzzing and the framerate humming along at 
an almost unbelievably steady 30 frames per second. 

The second thing you'll notice is that you're dead. Do 
not be alarmed; this will happen early, and it will happen 
often. The speed, the 16-player capacity, and the relatively 
small levels will all conspire to keep your death toll in the 
double digits for most games. This frenetic pacing will 
shock players of the PS2’s most popular online shooters, 
most especially the comparatively soporific SOCOM. If 
you're looking for a thoughtful, methodical, tactical 
shooter, you're going to want to look elsewhere. 

That aside, Area 57's online mode is extremely solid, 
with a few innovations that may revolutionize online 
shooters if the game becomes popular enough. The first 


MULTIPLAYER MADNESS 
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But like | said, what Area 57 may lack in quantity it mostly makes up 
iol mi lamelU-lilaramh (e) com ant-lal((e]ame(-1arcli nVZeen tal-Mer-]en(-W cw] e\cto) 01-1 \Vmeleyd/ave MUI ta) 
conspiracy in-jokes. | don’t want to give them away and spoil it for you, 
LU] Milg-m] om dallcMante)aidamcwe(-la stem late t-)<-M- Me [elm (ole) a-]cel0l ale M-) me) nn(- Me) mi tal=) 
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aliens—all of whom will turn their heads to track your progress, almost 
oral are MYZelU mm comm (avar-celanl-icallale Mai MM al-t-] Gor MI1tt(-Melgct<] 0)’Am 00] @mal-y-) 

And all this single-player goodness is just part of the story; Area 57 
Fl EYoMm(--]4Ulx-\-Me)(clm@- Me loy4-1amanlelia| o)¢-\'2-1am aar-] ocmr-lare mm (el6] mi aalele(-\-Me) mel NAY Viia 
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All in all, Area 57 is a really impressive package. It’s got its share of 
flaws, sure, but it’s a fine specimen of FPS competence in spite of itself. 
Besides, it’s the closest you'll ever come to setting foot inside the real 
Area 51—and it's a lot less likely to get you shot. Rybic 
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and most interesting Is the introduction of level “scaling.” 
What this means is that if you set up a match with only 
four players, you'll be playing in a relatively small space. 
But as more players join, previously locked doors will 
unlock, increasing the usable size of the level to accom- 
modate the added players. (Interestingly, in the 16-player 
matches | participated in with the designers at Midway’s 
Austin studios, there were still some doors that appeared 
locked. This led me to speculate that perhaps a server- 
hosted game—on PS2, Area 51 uses GameSpy for host- 
ing—could accommodate more than 16 players. Midway 
refused to comment, which sounds like a “yes” to me.) 
This on-the-fly scaling is a fantastic idea, and 
definitely helps keep the pace of the game in the pulse- 
pounding area. The game modes are also designed for 
fast action. There's deathmatch, team deathmatch, cap- 
ture the flag, and “capture and hold,” in which teams are 
awarded points based on how much of the map they con- 
trol. These are all plenty entertaining, but the most intrigu- 


ing mode is “infection.” A 16-player infection game starts 
with 15 humans and one mutant; the mutant is awarded 15 
points for each human he kills, while a human gets only 
one point for killing the lone mutant. 

Here's where it gets interesting: The mutant can infect 
the humans, effectively recruiting teammates from the 
other side; the scoring now changes to reflect the ratio: 
Mutants now get 14 points for each human killed; humans 
get two points for each mutant. This continues until the 
entire human team is mutated. Unfortunately, there is a 
possibility infection may not make it into the final game; as 
of this writing Midway is still balancing the mode, and if it 
proves impossible to properly balance it before the game 
is due, they may hold it for the inevitable sequel. 

Even without infection, though, online play is fantastic: 
quick, fast, and simple to get into due to the streamlined 
interface, with an easy-to-use buddy list and feedback 
feature. It seems like developers are finally getting the 
hang of this whole online thing—and it's about time. 


i(-]gaal-Me)mer-lanl-)e)l-\\Aale-)-MoM mecelel (eM al-)\.-Melc\-le Mt Me[-1-] 01-1 amel (-t-]a-1 mt) Ce) avar-1ale 
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folU) me) melel ay \a-s- Nod 
demo, we've included the following walk- 
through, made with assistance from James 
Stiefelmaier, creative director of Area 57. 
The demo starts in Echelon IV of the 
if-lell |) ava Cole Meo lale- Mcolelea mi itamarem-lal-iaali<y-) 


right now, so take some time to see the sights. 


t-)Yr- 100218) d(olamcomcal-Mllelaltiale Mm al-m-\UUlaleliare) 
fluorescent light, in particular, shows off the 
iTelaldiarem-lale|ial-Mallec) VAM b (->.4 Om alee Me)Y/-1 mm Com talc) 
door marked “Press Censorship and Disinfor- 
mation.” There are some shiny metal pipes to 
the left of the door that illustrate the game’s 
Tore] ale Mi (=\'4c1 me) me l-it- 1] Maller) eM Ac] @lale|al a6] om ce) 
ial-lanm- [ae maal-\var-( tell NVaer-l a mantelecme(-)e-11| 
instead of losing it, like in most games. Also 
ale) com agi-M-10] 0) 4(-M-) all aNat-ii21e Mela tale Manl-it-] milele) a 
Finally, on the subject of technology, walk up 
Come) al-Me)mts(-Mit-le}-M-lale Milt-m-Mmeele) 0) (om celU late ls 
through it—you can actually see through the 
holes. It’s a little thing, but you’ve never seen 
it ina PS2 game before. 
 Ko)\YAml (=1 oe [=] mre [e) ale Mi colmmact-] Mum (-t-leMel-lallare 
it at-Me(-t-) @-]alemil| om tal-Me (ele) mr-[ee-t-m-) 11 Coane Bale 
fo(olo)m comcellan(-11 M211 me) el-1aMm (14d ale maemo) i-le14 
ops (what Stiefelmaier describes as “cloned 
human/alien DNA-based hybrids”) into the 
cole)samm MDM) (e)Wa-m- me lelelem (anl-mComeal-14 a@ell) maal-) 
different weapons. On the default weapon, R1 
fires and R2 zooms in a bit, but switch to the 
J atejce [Ulam \e- lave Mm OM cole-itcManlcelelelam-li Mant: 
weapons) and R2 unleashes both barrels at 
ro} ale:-e 4 ColU mer-lam-] (om daval(elelelialem-mela-lat-le(-) 
by hitting Q.) Take these guys out and move 
cautiously into the next area. 
“lf you remain unseen,” says Stiefelmaier, 
fayou for] aM =t-)d-1-0 [ge] Mela: MiUlameela\Z-1e--)ile)p 


) 


between a Mr. White clone [a member of 

the Illuminati] and a black op. [3] The Mr. 

A dalitcmes(olal-m imu Vela diale Melamcre)gal-Maltclect tlale| 
alien technology.” That's meant to be a hint, 
fey-le) 0)(- Mm (-t-(0 Mela [a)comial-m cole) anm-lalemeiat-(e @elelt 
what Mr. White’s working on. You may have 
fale) t(ei-le i tat-]m@- Me] cele) ole) im o)t-lel ae) es-mar-\-M oll (-1e 
Tamelam eleimiiai(-mel-[anvan aa \vmale)mtavmelli melt lg 
new weapon? (Hint: R2 in this case engages a 
laser sight, but it also slowly depletes the 
BBG’s ammo.) 

Bh it-melole) melament-me)tal-)ar-j(e(-me) meal: celelan 
leads to some health-ups, so go there first 
Com clare mcom Zell mu elelaretcmol-1ce)c-meleliare mtalcelule| a 
iialome (ole) melaminl-m(-11mZal(eam(-t-e(mcomial- Maly 4 
section of the game. Ready? “The majority of 
iglemer-lant-)elr- melee emi am-lamlealeat-laliom-lalcclalare 
shaft,” says Stiefelmaier. “In the center of the 
shaft is an elevator loaded with black ops. The 
io) ome) mM tale M=1(-\\/-] 00] m-\-1-1 081m Com el-M Ula) elge)(-leit-10p 
and you have some nifty guns....” 

Here you'll need to work your way down to 
lial-m ele) icelaame)mial-m-jal-liem-[aremtZeleM | Mel-mablalallare 
Telcom anle)a-melt-(e ae) ec-melamia(-muy-\ am =\ Vm tal milano e 
ZolUmant-\’am ol-maelalaliace m(e)uvme)amal-y-]|tamecem | Mom ti pals 
to try out some mutant powers. Hit Up on the 
DS ey-cem-laemeleMimer-lalice)gnaminlcom-maaleic-lae 
Toy WA VelUmerclaMalimatcmcom el-lace)enam-Manl:)(\-m-l1t-(6.@ 
but what we're really interested in at this point 
is your mutant parasite power. Hit R1 to send 
out a swarm of parasites at your enemies; 
talc mele- lim iiicMicelaam talc oy-lemelU\(Z-e-lalema-lillan 
it to you. [4] Ah, instant health! 

Oroyal dialei-mele)yamialcolelelamia-maau(ndll ccm 
ms DYoyam mcolce|-im\c0l0mer- lam jalele)mcaleelelelamant- 
metal-grate flooring!” says Stiefelmaier. This 
fie me [olelem o)-[e-m (om tavmeleim\(e0] mal] 0\-1 mi alii» 


Here R2 rotates between zoom levels. [5] As 
V1 dam antes) mi palele|-1aam-) slole)(-1e-Mm alct-[e Mc) ale) t-Me(e) 
sale) e-mer-|aat-le(-mtar-]am elele\aale) te 

Now, follow the green arrow to the commu- 
fal (orc) de) atom-]ae-\Var-]@cni-molelicelpame)mtal-m-lalcclalare 
shaft. When you try to engage it, you'll dis- 
cover that there’s some massive interference, 
Tomyce]0M | mal-\-1e Mm com al-t-[e Ml oy-[e) @olel alle Me] om Com t-1.<- 
out the source of the static. As you leave the 
igole)aammcncelelelammveleMim-jaeelUlal(-)m-elaalom alc) 
enemies. “This is the first appearance of our 
red ops,” says Stiefelmaier, “which are more 
rele) c)gi0] MYZ216-)(6) atoMe) im 0) 1e1 qe) oom" ale mers] amei(ele] 4 
themselves. Try mutating to see the cloaked 
red ops; they will glow brightly amid the 
metal structures.” 

Oi [Tan] om oy-(e @i0] om Com tal-m Co) oMe)Migi-M-lal-liemr-) dale] 
rolU) mtal-mt-lanlealiare Me(-\Vd(ec-1-m tar) M@-]e-¥2-] 0) 6) [ave Mm dats 
ale re[-mr-]alcclalar-M-[ae-\VAm Lo) WAM ta(-M co) oMmntZelUM| Mal-i-1e| 
1 Comillom-M-\ 1/1 (H am Come i ce) omele)uam-Mi-lele(cimell ulate 
you access to the maintenance area and the 
Lilateliptclaalaaliare me(-\\d(e-my4-] om | ar-laleMal-r-lemele\ iia 
once more. Once you successfully communi- 
rer-] (MUL Ca Ma Zelel mere) aalaat-lale (<i em atom MUlal (ole) ar Mme lelels 
at the very bottom of the shaft. Head down 
FeTalemelejem-larem'celeM | mat-r-l aml t-lal \am iV t-latcve) amare lS 
the alien Edgar, give you instructions on how 
to see the cloaked red ops—which we already 
‘ol(o mm WAM \Vie)Ulnle mean 

You enter a cavern that’s positively swarm- 
ing with cloaked red ops. Just keep walking 
FT alo m-jalele)ilale mm-jaleleyaiare m-lalemZ-11 dale Mm Cole Mas) 
almost there—just climb into the lift at the end 
of the tunnel and head on up. [8] We won't tell 
you what's at the top of the lift, but we will 
suggest you immediately walk forward in 
fo} ce(-m come |=) M@tal-miUllmeelenlom-v1(-1h mm <S 


AREA 51 VITAL LINKS 
Want to learn more about 
Area 51? Check out these 
fascinating sites. 


In spite of the name, this 
is a Surprisingly even- 

handed site about Area 
51 and the UFO mythos. 


An extensive informa- 
tional site about Area 51, 
complete with pictures, 
maps, and instructions 
on how to get there (well, 
as close as you can get 
anyway). 


A well-written site with 
lots of pictures and maps, 
and a scientific discus- 
sion on the nature of 
Area 51 UFO sightings. 


A simply 
designed site with some 
solid information and 
some high-quality satel- 
lite photos of Area 51. 


A fantastic collection of 
Area 51-related pictures, 
from satellite shots to 
photos and mock-ups of 
aircraft tested (or thought 
to have been tested) at 
Area 51. 
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WINNING ELEVEN 8 


As with so many annually updated sports 
games, Winning Eleven 8 is all about tweaks 
Flare maaliare)mear-lare[-cMe-)aal-l mm tar-lamalele (Mla are\ 7m 
tions. This isn’t such a bad thing, but | know 
tac) @aat-l alae) m’celeme (cl mr-lalare)’Z-1e Mm \"/al-1a mre) 

ry ole) a tsmel-laal-mi-m-16] el-lailelt-li\ar-] paces) mle lial aier-)| 
1 Com | k-s o) ge [-101-1-1-10] oa mt (-) (<p MoM Mele) aal-itallare im iels 
the real hardcore fans. The rest of you, stick 
with the latest FIFA. 

Let's start with the slightly negative stuff. 
First, for whatever reason, the wonderful, 
beautiful, sublime volleying system from the 
last game is gone. Where? | have no idea. 

a kst-10lpat-]0)\aital- mie lam ole) |(er- mere) alil-er-)i-10 Ml ame | 
absence is a painful kick to the shins of 
show-offs everywhere. Second, it seems 
paleleiaMar-|ge(-] mm come] c= male) ANY Yal (oem om] talcls 
fofefele Me) am ol-leme(-)e\-1alellaremelamale\ i manr-laNmalelae 
fo l=xe le) male l0] eoMVZ010m->.40\-16 mi CoM (ole pal OF. |-10T-] 
fans will be frustrated, but those of you who 
refer to the sport by its correct name of 

ms (ole) dey-]| Mar-lalem-la\ice)a(-me)m-lital-lm ={elel-jame)s 
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Italian descent will love it. 

OK, so what's better? Well, the obvious 
stuff is that there are now some real players 
featured. It’s not as comprehensive as FIFA, 
but then, EA is snaffling up the licenses to 
AV eTavadallarem cal-csi-mer-\Vacm-lace ms ele) i ilale m=] mans) 
fun. WE8 has 136 “real” clubs from the 
Spanish, Italian, and Dutch leagues as well 
as 57 national teams, and all lord-knows- 
how-many-players-that-is look remarkably 
realistic. This is a big step forward, and 
based on current progress, | think we can 
expect Winning Eleven 10 or 17 to be snap- 
ping at FIFA’s heels in this department. 

Next, there’s my favorite tweak, the new 
passing system. The last game had a bit of a 
lavoro) igi cr-] ave td ale) e\-mi(e)euaai-mel-1-) mel Ul-]liavar-|elelelt 
passing into space, and you now have much 
nalelc-mevelalige)Mmm(e)(eliare mele) iam cnl-M@elelacelal 
KeyaTe(-TamaVVlim els1ace) aaa: (e)ale(-1mr-10ice) er.l\mr-lare 
the stats of the different players affect how 
they interact with the ball in a more obvious 
way. The game’s remarkably satisfying...but 
is it better than FIFA 2005? For American 
fans, not quite. 


BREAKING THE 
GAME 


si-Ler- [ULM Ce) Ay- lanl cole) @cvelaai-Me lolol MU] melUl ar-lare| 
(ole layar-lelem=larelU(e]amelelele mi (0] 1m ey-(ol aap 
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TURBO 


Every time | set the controller down after com- 
pleting an extended NBA Street V3 session, | 
couldn't help but pick it right back up again 
because of how incredibly well the reward sys- 
tem works. Yes, other games have stuff you can 
unlock, whether it’s extra clothing or modes, but 
NBA Street V3 integrates it all so well and has 
such a high level of polish that you'll find your- 
self drawn into it as if it were some epic RPG. 
OK, maybe that’s overstating it a bit, but the 
customization elements are still a ridiculously 
addictive aspect of the game. It starts with your 
own character, who you can upgrade by winning 
games, and the cool thing is that you can have 
him or her specialize in certain areas, so you can 


develop a shooter instead of a dunker if you want 


to balance out your team. There are also clothes 
and a variety of accessories you can unlock, 
including unique shoes. But what pushes you 
even more to continually play the game is the 
court customization. From the buildings and the 
advertisements to the type of net and paint, V3 
lets you change nearly every aspect of your 
court, and there’s nothing quite like beating an 
opponent on a court you built. The fact that the 
main street challenge mode is so smoothly 
designed, offering a number of different types of 
challenges at any single time, only makes the 
game that much more enjoyable. 


*_GAMEBREAKER | 
CXOXMAEXO 
THRE 


AMERREAKE ri) 8 
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Unfortunately, you can’t simply bring your 
single-player created character and court into the 
online mode. You actually have to start from 
scratch, so some may find it annoying to switch 
back and forth or attempt to devote an equal 
amount of time to both—you might even con- 
sider this decision a cheap way of extending play 
time. Either way, though, the sense of accom- 
plishment and progression is still definitely there, 
and that’s what counts. «¢ Giancarlo Varanini 


Great single-player mode with 
plenty of game types, excellent customization 
features, fun dunk contest. 

‘OF-Tam mol aiarem-iiarel(-m e)t- Nic) meal-le-[etcl es 
fo] mero] U]ac-mial(omelalilac-manvole(-bme(-1i-latc\-Mer-] al os) 
weak at times. 


EA Sports Big EA Sports Big 


~ NO QUARTERS ASKED, NONE GIVEN 


MA 


As game consoles have euthanized and sup- 
planted the coin-op arcades of yore, so have the 
coin-op arcades of yore stubbornly weaseled 
and wormed themselves into the homes of 
gamers, courtesy of several classic arcade 
collections and now Pinball Hall of Fame. 
Judging from its “history of pinball” focus, it 
would seem the good folks at Crave are target- 
ing old fogies desperately trying to establish the 
slimmest amount of gaming cred with their 
kids, hijacking their brats’ PS2s to stroll down 
memory lane with such classic tables as Genie, 
Big Shot, and Black Hole. \t is interesting—mar- 
ginally—to play these tables and see how the 
design theories have changed over the years, 
from early tables like Central Park, on which 
merely keeping the ball in play is insanely chal- 
lenging, to more modern amusements that let 
you keep your ball while issuing increasingly 
baroque challenges in order to get a high score. 


~ *layor 1 
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~ KNOW WHEN TO RUN 


The game is Texas Hold ‘Em. You're holding a 
pair of kings and the flop comes K-K-2. The turn 
is a 7. You now have the absolute nuts—your 
hand cannot be beaten. What do you do? 

If you're a casual player, you might go all in. 
If you're a pro, you might make a pot-sized bet, 
hoping to fool your opponents into thinking 
you're trying to buy the pot. But if you’re a 
computer-controlled opponent in World 
Championship Poker—on Professional diffi- 
culty—you'll check the hand all the way down. 

For those new to the game, I'll explain: 
Checking this hand down—that is, not betting at 
all—is the next-to-worst thing you could possi- 
bly do (the worst being folding). Picture a game 
of Madden in which the computer-controlled 
receiver, after catching the ball, repeatedly runs 
toward his opponent's end zone. 

That's just one complaint about a wholly dis- 
appointing game. Why can’t you have more than 


But after that brief spasm of historical insight, 
the charm rapidly wears off, mostly due to 
clumsy programming. There are a variety of view 
options; however, all but the widest view makes 
lining up shots just about impossible. If you fail 
to score a free game, Hall of Fame backs right 
out of the play screen and you've got to endure a 
couple of menus and loads to play again. 

Odds are you'll like only a couple of the 
tables, at best, and they’ll get old fast. You'd be 
better off taking two rolls of quarters to a real 
arcade and indulging in some real-world pinball. 
Now that’s a good time. 
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VERDICT It’s the only way to play these classics, 
but sloppy presentation makes it tough to do so. 


Pub. Crave Dev. FarSight Studios ESRB E MSRP $19.99 


RATING 


six players at a table? Why can’t you choose to 
show your cards when the table’s folded around 
to you? And with 12 different games, where is 
the currently white-hot Omaha 8 or Better? 

The game does try to redeem itself with Eye- 
Toy support for online play, which is a neat idea 
that’s pulled off surprisingly well. But with the 
kind of players I've come across online, you’re 
likely to tire of the online experience quickly. 

Newcomers might find World Championship 
Poker entertaining, but they'll also probably 
learn a number of bad habits that will ensure 
losses if they ever play for real. 


AA Neat EyeToy support; only poker game on PS2 
72 Lobotomized A.|. players; annoyingly slow 


Pub. Crave Dev. Coresoft ESRB E MSRP $19.99 
RATING 


PINBALL WIZARD 
NEEDS FOOD 


Despite the presence 


of the www.pinball- 
museum.org URL on the 
Pinball Hall of Fame box, 
there is no real pinball 
museum—just some guy 
raising money to build 
one. The site’s worth a 
visit for the hand-lettered 
front page alone, but we 
have to ask: How'd that 
get on the game box? 


ANIMAL FACTS 


TRY INSTEAD 


If you have a PC, there 
are plenty of poker 
rooms online where you 
can play against humans 
for free. They're faster 
and better looking than 
World Championship 
Poker, and you might 
actually learn something. 
Try www.ultimatebet.com 
or www.pokerstars.com 
for two of the best. 


OM MMMM: 


CABELA'S BIG GAME HUNTER 
2005 ADVENTURES 
IF KILLING DEER JUST ISN'T ENOUGH 


While the killing-helpless-animals genre 
peaked with Deer Hunter 2005, this latest 
hunter comes with serious teeth. The teeth 
orc] amol-McelUlaeM [am tal-manvelvldal-me)maal-myVe)\Vclalatcicy 
polar bears, and assorted other angry-to-be- 
alelavcsvem-laliaar-|icmtat-i@lalar-le)imenlems ele- li ailale 
environments in Big Game Hunter. 

e(olUM co maalinl dialemcar-lmalelaldiare Mel-lan(ctom-la-e-| 
colossal bore, right? Wrong...ish. If you’re 
iui a-ye me) mm ele) eleliavemellli(-1t-M lam aai-Mele-liatcme)i 
lel aat-lalcmiameg-y4-0 mel Ul alile|alceme) mime) Mem ial-) 
FPS deathmatch guy who gets consistently 
zapped right after a respawn, Big Game 
Hunter could be a relaxing way to fulfill your 
feFelaatiaveme)ieleye| (elie 

Wal-mer-e-1-1 mi aalele(- Mim ial-Mel-lanloe-Manlesm-lalel-len 
ing, albeit ridiculous, feature. Ridiculous 
'e]-Jer-] liom anim olg-laal ic M lal e)\AcromZelel me le-lale ms 
if-lial-lem- mel c-t-1 Malla) (lmao olge) <cMaliom (cle m-lale| 
therefore never fulfilled his hunting dream. His 
folgctelaamiaceiece(-leM <ii(iaremelsmotoM-]Aalitat-] (soem alc (010). 


fo fo"V/amoyamlatcict-(0 me) m-le1t[ale mi) <omanlessim@ee-lalen 

(ol ali(ole-tame-|aem el-1ee)anllalem- Me) (ele1 <e)ne) (-] ma Y0U Es) 
ro} am tal-muc-1e ey-] tam come(-) a dal-Maal-(e| (em oto <1| (me) 011 B 
1tal- mje] aval low- Me la-t-] pale) eh V/-] (eo) mi come |-] mele ce) 
Vols @elel mai": Va eal colle lam tal-Mel-lanloe-m\7-le(el0 ls 
iyo |(o) al-Mm [arcic-t-(e Me) mol-l[ale Melge)e)el-lemlalcome-lare (olan 
spots and killing for sport, you’re on a mission. 

Ai at-mo)aele)(-lanmlcymgle|s)@ele) me) mtal-mel-)¢c mm talc 
career mode makes things way more boring 
dar [am dal) vmal-1-10 mi Com o\- Mm lalci(-r-(eMe)melciadlare male lait 
Tal comial-m di lliare mde) al-emZel0 Male). cemeal-lMu Ulin 
Cofer-]K-M- [are maelal-mel om vcelel mali(-Mils-) em me) ml al-lae (ecole) 
hunting enthusiasts this may be an extremely 
thrilling enterprise, but for the rest of us it has 
all the excitement of sleeping on a lumpy cot. 
But once you get beyond that part, you can 
injure and maim some of Mother Nature’s 
wonderful beasts. Yes! 

If you've already taken aim at Deer Hunter, 
this is a great supplement to satisfy your need 
to be violent toward animals, and at a great 
price. But beware. Not everyone has the 
oye] a=) a(esMm Come [=] me]0] me) mele-lareley-] e)e) com elelanliare 
shadow. “ Jodo Zuniga 
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PROS A story mode, more intuitive maps, 
/olU(elel-1m eo] a (e.-Wm ole){-] mi ol-1-]6-) 
CONS A true snoozer for ADD gamers 
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JESUITS ARE 
DOING WHAT NOW? 


fanenite wr f* ser 
Jenseits von Gut und 


nslated as 


of the well-known quote 
“If you gaze for long in 

an abyss, the abyss 
gazes also inte you 


XENOSAGA EPISODE II: 


JENSEITS YON GUT UND =jul=)= 


A QUANTUM LEAP IN THE TRUEST SENSE OF THE PHRASE 


Xenosaga Episode | is space opera in its purest form, filled with numerous 
characters, sweeping interstellar travel, space-robot carnage, heavy use of 
capitalized words, and cybernetic existentialism. It demands you to 
hunker down and be wholly absorbed in the experience for 60-plus hours. 
When it’s all over, you're left with a host of questions that will supposedly 
continue to resonate, and perhaps be resolved, within the proposed six- 
episode saga. In short, it is only the beginning (or, well, the first one- 
sixth). Xenosaga Episode I// isn’t much more. It advances the story some- 
what and brings about some improvements, but it doesn’t do much more 
than that. Rather than feel like a whole new chapter of the saga, it feels 
more like an extension of the previous one. Empirically, while Episode | 
takes 60 hours or so to complete (perhaps in the 35- to 40-hour range if 
you're a rapid RPGer), Episode II can be finished around the 22-hour 
mark, which is slightly troubling. 

These 20-some hours contain both significant improvements and 
declinations. The battle system's alteration allows for an emphasis on 
boosting (having one character immediately attack after another, regard- 
less of position in the fight order), learning enemy weaknesses, using 
event slots, and performing combo attacks. It’s quite satisfying to figure 
out an enemy's vulnerability and then string together a beautiful combo 
move that exploits said vulnerability. Yet that elegant system is irrelevant 
when you're piloting the ES mechs; they only have a melee or ranged 
attack (one specific ES can also cast spells), meaning mech battles 
become affairs of occasionally tapping Square or Triangle, with minimal 
thought required. Finally, while the characters have unique stats and dou- 
ble attacks (special moves in which two characters attack at once), they all 
use the same simplified skill tree. This means everyone shares a common 
pool of spells and abilities—which translates into them playing pretty 
identically, their differences being story-based ones. 
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While character development in the gameplay sense has been over- 
simplified, character development in the story sense is hit or miss. The 
story focuses pretty much on Jr. for the first eight hours of the game. 
Sure, you see everyone else doing their thing, but the first disc is very Jr.- 
centric. It’s not until you get to the second disc that the overarching plot- 
line (fighting the Gnosis, searching for Zohar, dealing with the Space 
Pope) starts moving again—as if the team remembered that, “Oh yeah, 
there’s this massive story that centers on humanity, not just this one 
artificial person!” This half is pretty good, but half of a 20-some hour 
game isn’t enough of what fans of Episode | were hoping for. To be fair, 
you can also revisit the well-designed dungeons and embark on the 
Global Samaritan campaign—a series of subquests that involve puzzle- 
filled minigames and fetch quests—but even still, the game is under 30 
hours total, which is a step back. 

As an overall package, the on-foot battle system, numerous cut-scenes 
(which, granted, aren't quite as long as Episode I's), and good dungeons 
make for a pretty solid RPG. But it’s a solid RPG that just doesn’t feel like 
Xenosaga Episode Il--in the end it feels more like Xenosaga Episode |: 
The Deleted Scenes. 


GUT Better battle system, shorter cut-scenes that also have more action 
Tam calcipapme(elele melUlare(-lelals 
BOSE Less than half the length of the previous game, not enough main- 


story development 


Pub. Namco Dev. Monolith ESRB T MSRP $49.99 
RATING 


~ GET READY TO THROW A TANTRUM 


Note to the videogame industry: Mapping 
attacks to the right analog stick isn’t a good 
idea. Put all the crossover dribbles and jukes 
you want on the analog stick, but for brawling 
games like Death by Degrees, this method of 
control simply doesn’t work. Part of the problem 
is the format’s lack of precision, especially when 
you're dealing with some of the more agile 
enemies. In this situation, it’s not uncommon to 
see Nina launch herself into a spectacular flurry 
of punches and kicks in one direction, only to hit 
nothing but air because the enemy moved a few 
inches to the left. 

Another problematic part of this equation is 
how Nina actually moves. Instead of controlling 
some sort of superassassin, it feels like you’re in 
command of an M1 tank, albeit an M1 tank in 
some highly revealing clothing. On top of that, 
Nina’s evasive moves are mapped to the left 
analog stick, so you have to flick it to perform a 
cartwheel or a basic roll, and they’re very hard 
to execute. Nina often can’t decide if she wants 
to move regularly or perform an evasive 
maneuver. 


One of the early boss fights revolves around 
your ability to execute these evasive moves, 
and | guarantee that you will scream an endless 
number of obscenities at your TV because Nina 
doesn't do what she’s supposed to do. To its 
credit, the game does pick up quite a bit after 
that particular fight, when the Tekken aspect of 
the story line kicks in and the Resident Evitstyle 
gameplay elements—which basically involve 
exploration and puzzle solving with the 
occasional search for a hidden save point—take 
over for the incredibly awful combat. However, 
the controls are still a huge problem throughout 
the game, and most people probably won't be 
able to stand the first hour or so of Death by 
Degrees anyway. 


OVERHEARD 


WHAT'S IT LIKE... Imagine the worst parts of 
Metal Gear Solid combined with the worst 
parts of Resident Evil. 


Pub. Namco Dev. Namco ESRB M MSRP $49.99 
RATING 
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SEGA CLASSICS 
COLLECTION 


A COLLECTION CATASTROPHE 
Titi Y(olem (ole) a) mantcmitsim@e)mer-lanlcromlalelele(cre 
in Sega Classics Collection—Columns, 
Space Harrier, Fantasy Zone, Monaco GP, 
Golden Axe, Alien Syndrome, and OutRun— 
it seems like a pretty sweet package. That is, 
Tialaim ele m-it-lam@e)l-\alale m-ielaal-Me)miacmel-lanlor) 

FT aleMa-t-||P4-M dal cava, ol--1 am alelaals) \Vmaar-lale| (18 
and, in some cases, 3D-ified to make them 
appeal to a videogame audience that knows 
el iantessj@ ace) taliaremelay4Bmer-laalinle elm tal-] Mallee -1e-) 
even existed. 

It’s pretty sad, really. Golden Axe looks 
alelauciale(elei-m-[alem o)(-\\c-M 101) m-l-mey-le| amen 
rey-]gcrem com agiomeleleliar-)mel-laalcMaat-(e(cM aMm bcloicm 
A atcmeiar-le-(ei-] me anlele(cil-m-le-Malelgele)(c-lalem tale 
spell effects are below PS1 quality. The 
same goes for Alien Syndrome and OutRun, 
Valco ame (elem mele) @cat-)mele-r-] mci] ils am Ralom er |g 
models in OutRun are really basic and don’t. 
mix very well with the incredibly simplistic 
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environments. Alien Syndrome just looks 
elFclinmCclagle)(-mm ele) @-] Mi (ct-\-) Mm dao Meele-mer-lpnlc) lich 
mechanics from both classics remain intact. 

Some of the other games, like Space 
Harrier and Fantasy Zone, look OK and still 
play much like the originals did. Virtua 
Racing, which is the only original 3D game 
Tam calom olUlaceip pm (ele) <omalcr-lalvamle(ciale(erc]m comity 
FVaerclo(cmerelejaitcigel-laemdacelelelsmiat-meelalie-lalt 
YelUl-relifare elm inicmilect-M YI MmUlavelelele)icrel \Vmelanic 
rele malelecmmr-l-M iim aalcme)ealcl mere) aglel-iticele-melel 
on the track. There are also some extra 
modes thrown in to make the games a little 
deeper, but it’s an overall futile effort 
eroyarsie(ciaiare mare) wm er le\Vmelel(nalcicclem-e)itlome)i 
these games are. 

Oli tTaat-) (cin ele Meom ol-1 h(i melimilalelinem elelac 
of these games for the Sega Genesis or 
some other system, but if you’re so desper- 
ate that you’re willing to play these games 
in a less-appealing form, then Sega Classics 
Collection is the only way to go. It’s just too 
bad that Sega didn’t take more time with 
these games since some of them, in their 
rolareliarc|Miclanapmeelel(em-itlimalel(emelem-lit-ia-li mei 
these years. << Giancarlo Varanini 
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NOTE TO SEGA: Please 3 (6) 8) messing Vi emselels 
old games. 


Pub. Sega Dev. Sega ESRB E MSRP $19.99 
RATING 2 
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CHAMPIONS: RET 
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Last year’s Champions of Norrath made a pretty big splash in the RPG 
community, so Return to Arms has a lot of fans excited. 

One of the first things you'll notice about Return to Arms is how amaz- 
ing it looks—almost everyone who stopped by my office as | was playing 
immediately commented on how much better the graphics are than they 
were in the first one. The limits to which the team has managed to stretch 
the PS2’s capacity are pretty amazing—it’s hard to believe this is the same 
graphics engine that was used in the first game. 

This time, the linear path is structured around hubs rather than acts. 
You visit the hubs in sequential order to finish the story line, but at any 
point you can return to a previous plane. There are minor changes to the 
interface, some good (you can now equip from the purchase screen) and 
some bad (no more importing of other characters partway through a 
game), but the essential gameplay is the same, as the franchise continues 
to build on its hack-n-slash Diablo roots. 

One thing that quickly becomes apparent is that characters (new 
choices include the catlike vah shir and the lizardlike iksar) need to be 
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more well rounded than in the first game. In Norrath | had few problems 
bashing my way through the game as a beefy barbarian, but in Return to 
Arms, a ranged attack proves crucial, as early rounds pit you against 
bosses whose strength is great enough to kill you with one blow. Even 
then, you may find yourself going back to replay earlier levels to build up 
your character—l had to earn four additional levels before finally being 
able to defeat the end boss. 

One of the new things Snowblind has added to Return to Arms is a 
series of minigames called medal rounds. Medal rounds are individual 
contests in which you can unlock new online maps, earn access to new 
areas, or gain additional skill points. The difficulty levels of the rounds are 
Static, so if you're having trouble getting the champions medallion, you 
might want to just wait until you’ve leveled up higher. Challenges range 
from survival battles against a series of challengers to a Pac-Man-esque 
game that has you stepping on frogs while evading kobold attackers. Also 
new is player-versus-player combat. Pick a map and then choose to either 
face off against each other until one player has amassed a set number of 


KEEP OLD FRIENDS 
Are you concerned about 
losing the dozens of 
hours you may have 
invested in your charac- 
ter from Champions of 
Norrath? Don't worry, 
you didn’t waste all that 
time-——you can easily 

TH ee mea 
from the first game into 
this one. 


GOOD & EVIL 


YOU CAN HAVE IT BOTH WAYS y 


A 
| Don't expect anything deep from the good and evil option—this is not a 
| game like KOTOR or Fable where your moral decisions affect your char- 

acter’s outcome. Both sides run around bashing things—essentially the 
| only difference between the two comes during the cut-scenes, so your 
| decision might as well be made based on whether you prefer blondes 
| (good Firiona Vie) or brunettes (evil Natasla). 
| However, the good and evil paths do mean that you have two story 
| lines wrapped up in one game. Once you've completed the game for 

the first time, you can take that same character back through and play 
on the other side, giving you different challenges and environments. It’s 
| a nice perk for people who may have grown attached to their charac- 
| ters. (I heart Cuddles!!!) 


RN TU ARMS 


wins or battle cooperatively against a series of enemies for as long as you 
can stay alive. 

One of the common complaints about the last game was the online 
experience. Framerates were fairly slow, and the process you needed to 
go through to actually get online was a bit clunky. Though Return to Arms 
was prelaunch when | played it (meaning the servers were not even close 
to being full), the online play experience seemed a great deal smoother 
and faster than it was in Norrath. More important, a lot of the start-up 
options have been streamlined, making it easier to jump in and play. 
Return to Arms allows you to import a character from your memory card, 
Or you Can opt to develop a server-side character instead. 

My only complaint with the game is that the plot consists of more of 
the traditional melodramatic EverQuest lore, which is pretty lame com- 
pared with some of the interesting story lines that have shown up in 
other recent RPGs. But as most of us play these games for the bashing 
rather than the story, it’s a minor quibble, and fans of the series should be 
more than pleased. «« Dana Jongewaard 


Wife c-m of-t-iall ale me lelelelal-\-.-mmal-\uvme Olle) @aglele(-\-M-ide-t-laalllalcre, 
royal iiatem eltchg 


Does anyone really care about the fate of the EverQuest 
universe? 


. Snowblind & $49.99 


Sony Online Entertainment 


www.1UP.com | 99 


NANO BREAKER 


Someone should've told the Nano Breaker 
development team that the whole buckets- 
‘o) so} (olole mdaliale mue)a-Mel¥) ani mu-1(ec0)ent-Ml am dal: 
late 1990s. It’s the first thing that strikes 
you—or for that matter, any passing 
observer—about Nano Breaker. Every single 
slash produces what seems like fountains of 
o)CoXeXe Mudarelelelamial-Mel-lant-me(el-tc1am al a-T-11\% 
indicate that it’s blood, we all know what it 
is; the game even keeps track of how many 
gallons you've spilled). While this effect 
produces the “wow, that’s a lot of blood” 
reaction it’s going for initially, there isn’t 
‘Tatolu re] aime) (olele Mi nmaal-Melalhi-]c-1-m come ll-1ag-[e1MmVZel0) 
Lice)aamarenwameiac-la vm ele elare minlicMer- leno MIce 

Let’s start with the environments. Some- 
oy aT-madgrolele|alani mele] (om ol-M-lelefoleM(e(-Y- I CoM al-\V-) 
dal-mel-[aal-mt-1.¢-m e)f-le-M la l-l eles-jt-] eleler-) V7 ol Ale 
industrial setting—you know, the kind that is 
UE-ur- 1 Wap aalelaceleialcolgat-ltom-lalem-)e)aial <(-remuuianl 
FVale-ley-lalele)al-ce Mer-lamal-1e-W-]ale Mm tal-1e-Mm (-] ome lale| 
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best of all, there are dozens of areas that 
KoYe) aial-t-]a\vamle(=ia) t(er-] pcre mmo) 0 imer-] a al- Vici] 1 
Tate MelmiUlamiVelare(-1alale mi myZelUm UY cle-Mlamaar-lt 
same area just a few minutes prior. Sure, 
dal] M- Me Mpar] opm olU] Mime) itclamerhV{c\Mvzele mela) \Var: 
NWe-leUl- mile [-t- Me) mV al-1¢- M2010 Me-M-1U] 0) ofes-\-10 come lon 

As for the combat, just imagine 
Castlevania: Lament of Innocence, but 
aks} \-t- (0 Meoym-lam-1(-1e}-laiemalelalialegel-)hv,-Meve) aa] ey] at-te 
tion system, you have an overly complicated 
fo) at wa M-Malelmelal\vmellai(ellmcom-><-lebl(cMeslaclin 
nalehVi-s-¥ o]-ler-[Ul1-Me) mal Me) i(clam e)ccveltic lao 
awkward timing involved, but you also have 
io Mere) |(-(e mela] oy-miar-] @Ze]0 Mer-]amUlt-M come] al (elel 4 
(or-lae-Tiamere)aaleliar-iele)arcme(-)el-arelfalemelamuval=ia- 
ole mi ary-in mi dal-laami am cal-mereleale)iar-ldlelamagcion 
There’s absolutely no need for this when the 
rere] gal -Mtom of--i-1e Me] amantes-iihvaaaliave| (-t-tom al-(e.41are| 
ETatemir-lallare p 

PaNe tcl aPm tale melal va taliare lome(e)iale mie) mAr-]aTe) 
Breaker are the visceral thrills of slicing 
Tanles-me) mar-lale)ge) ele) tymat-laleye (elem ele) <lale] 
ldaliale|-yar-] ale mr-lam-l-s-1e) a daat-10) me) me) tal-1 mi al-lalen 
technology, but beyond that, it won't be 
id=3-J oo) al] e)(- Mico] mia-t-10]aa-(e1 dale ma dal-mar-(elcr-lale ne 
slash genre. 


Go play Castlevania instead. 
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While Punisher has been around for 30 years, 
his game résumé is pretty sad. His NES game is 
as terrible as the story line in which he was an 
avenging angel wielding holy machine guns, 
while the PS2 version is a lot like the modern 
Punisher comics: surprisingly good. 

As a game, Punisher might be considered the 
offspring of Max Payne and Manhunt that is, it 
combines Max Payne's third-person gunplay 
with Manhunts penchant for grotesque life- 
ending methods. These deaths come in two 
forms: quick kills and interrogations. A quick kill 
is a context-sensitive press of the Square button 
in which Punisher will instantly take out who- 
ever is in front of him—these range from 
shoving flamethrower nozzles into mouths to 
using environmental hazards (such as planting 
someone's face in a bear trap). Interrogations 
involve gently rocking the analog stick back and 
forth to gain information; once it’s gained, you 
can either let your victim go or proceed with the 
grisly death (such as stuffing him into a 
furnace or pushing his face into a piranha 
tank/deep fryer/vat of hot liquid steel). Finally, 
there’s also the odd slaughter mode, in which 
everything moves fast and Frank can instantly 
murderize anyone with his bare hands (making 
it the opposite of bullet time, since everything’s 
sped up instead of slowed down). 


Contrasted with Manhunt’s death deliveries, 
which tend to fill you with discomfort and 
horror, Punisher’s methods of killing enemies 
(and his one-liners) come off as darkly comic; | 
felt icky seeing Manhunt's James Earl Cash stab 
someone in the eyes, but | actually laugh when | 
see Punisher stuff a grenade down someone’s 
throat. | know it’s wrong to laugh at a level 
where the Punisher smuggles himself into a 
mob funeral, rises from the coffin with M60 
in hand, and guns down all the grieving 
attendees—yet | still do. While Punisher 
dangerously veers toward “meh” territory in 
terms of gameplay (due to its repetitive action, 
enemies, and levels), the jet-black humor and 
varied ultraviolence help it stand out—much like 


the comics now. « Thierry Nguyen ~ 


Funny black- 
‘erolaal-re \Var-e1g] 0) @mvc-1a(-10 M411 -lallpat-lale) alse] ale, 
Tal<laceyer-)t(e)al-wmivlamacele om ie) mere) anion r-lals 
EL 
away the above and it’s just another third- 
person shooter 


THO $49.99 


Volition Inc. 
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PUNISHING 
HISTORY 


Punisher first appeared 
in The Amazing Spider- 
Man #129, which came 
out in February 1974. The 
best Punisher story that 
goes along with the 
game is “Welcome Back, 
Frank,” the original 12- 
issue maxiseries by the 
Preacher team of writer 
Garth Ennis and artist 


‘denen EW lds on 
Steve Dilion. 


A TALE OF TEAMWORK AND SLOWDOWN, SHOPPING AND SLASHING 


A dragon, a ninja cat, and an amnesiac walk into 
a bar. Each orders up a stein of stale beer and 
sits in quiet reflection. After a long sigh, the 
amnesiac breaks the silence: “| gotta say, this 
game isn’t as fun as | thought it’d be. The back- 
drops are gorgeous, of course. You guys know | 
love 2D. It’s just, our story, it really only gets us 
from battle to battle—it’s just nonsense. The 
player button-mashes through our lines now.” 
“Oh please,” the ninja cat, already red in the 
cheeks, replies as she slams her empty stein on 
the bar. “I'll take a break from battle anytime. | 
thought the dual character thing was really 
cool—the tag-team attacks, the camaraderie— 
but the A.I. blows. I'm always lagging behind 
and rushing into mobs of enemies like an idiot.” 
She pounds the sticky bar for another round. 
“Well, | find the hack-n-slash quite palatable,” 
the dragon, dressed in full armor, says as he 
swirls the beer in his stein. “Such a nice variety 


~ NO NEED FOR TENCHU 


of specials and spells. Yet, | am troubled that as 
the enemy hordes grow larger, slowdown sets 
upon us like a barrel of horse glue. | have never 
heard the player utter such foul verbiage.” 

“We're booting up!” says the bartender, a 
shirtless blue wolf. “Find your mark.” 
Characters scramble, but the ninja cat remains, 
obviously intoxicated. “Screw it. I'm sick of 
replaying old stages to level up. I’m sick of the 
monotony. Fight and shop. Retreat and resup- 
ply. I'm going to find the sequel.” The ninja cat 
peels herself from the stool, takes a wobbly 
step, and falls flat on her face. 


PROS Beautiful art, unique team mechanic 
CONS Repetitious battles, poor A.I., slowdown 
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If you spent the 2004 holidays bonding with 
Metal Gear Solid 3, your bar for stealth-action 
gaming has been irrevocably raised. One game 
to fall victim to Solid Snake’s latest outing is 
undoubtedly Tenchu: Fatal Shadows. As one of 
the pioneer stealth-action games on the PS1, 
Tenchu hasn't aged well at all this generation, 
and Shadows’ laundry list of flaws seals this 
franchise as a has-been from a bygone era. 

Incomprehensibly bad narratives and awful 
voice acting are just the start. Shadows suffers 
from one of the most useless cameras since the 
advent of 3D gaming. Who cares that fatalities 
are now easier to pull off (and more stylish than 
ever) when every ounce of your concentration is 
spent struggling with a camera that insists on 
snapping back to front and center as soon as 
you let go of the right analog stick. This spells 
disaster for a stealth game that requires 
complete situational awareness. 


Even if you are able to miraculously over- 
come the camera handicap, the game’s dated 
graphics engine looks at best like a PSP title, 
and at worst like a sharper version of its PS1 
counterpart. One mission briefing dutifully sug- 
gests that you “stay quiet like the shadows,” 
but the game supports neither real-time light 
sourcing nor a system to keep track of incidental 
volume. If Shadows weren't such a last-ditch 
effort to squeeze out a final game from old, jury- 
rigged technology, we could have been graced 
with a real ninja swan song from what used to 
be a fine and intriguing franchise. 


iN 


PROS Fatalities still give you the warm fuzzies 
CONS Dreadful camera system and localization 
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THE PLAYER 2 


lf you get tired of defend- 
ing your A.l. partner in 
Shining Tears, plug ina 
second controller for 
real teamwork. 


You too can experience a 
trip down old-school RPG 
memory lane by check- 


ing out the Ys V/ demo 
on this month’s disc, 


WATCH IT! 


Want to see a gory 
collage of deadly fatali- 
ties from Tenchu: Fatal 
Shadows? Simply fire up 
this month's disc. 
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YS VI: THE ARK OF NAPISHTIM 
IT’S PRONOUNCED “EASE” 


i 


I'll say this for Ys VI: It is not ashamed to be 
old school. The Ark of Napishtim is the first 
new entry in the classic action-RPG series 
since the days of the Super Nintendo, and it 
feels exactly like a 16-bit hack-n-slash with a 
faavole(-1aaMvi-1| pmaglels-Maalele(-1sam-la\Au-\ a mic(hoe 
lift. Neither spectacular magic spell effects 
nor extensive cinematic scenes get in the 
way of the action (although there is an 

Tan) ele-sst-JiU-M-laalele lal me) mde) (e-e-(et-remell-] (ele 0(-) m 
Still, the classic formula might be a letdown 
for the post-FFVI/ generation. 

Your objectives are simple—as red-haired 
swordsman Adol Christin, you traipse 
italcelele|amco)yial-m-lacemelelale|-celal-mme-] | dialemele) 

Ail Fete l-1e-m- [ale mi t-l-Jallare me) em anlelarc)(-le-mm lamel-lad(-o 
Adol can switch between different swords, 
each with unique attack characteristics and a 
ele) =igi0l mantle] (em) 01-1] Mtgt-]m@er-lam ol-mUlal(st-l-alcre| 
every now and then. And that is the extent 
of his abilities besides some nifty jump-and- 
slash moves. 


Unfortunately, swordplay skill just isn’t 
tate) Mian) olelat-[al em im-Mcele)sameym-lal-laal(ctom om aale) ec 
reke)VV(-1gi0| magr-[em ele pm YZelUM | Mel-M <ii(-leM lacie lath 
Vitam elem sce) el-melm-rel0(-1-y4lalemtalgelelelamm aie) s 
once you've leveled up to a certain strength 
(usually by sticking close to a save point and 
cautiously killing one enemy at a time), the 
dungeon becomes a cakewalk. Constantly 
alternating between being superweak and 
IU] ol-1g ole)ViVi-1gi0) me l-1t-m-lalace) lale Pmt) el-lelt-] INV] 

TT aler-mrele mej ic-1amat-\{-m (ol el-lelcie-lo atalcelecela 
ro}(oM c-lae-ipmcom-le\s-]ale-M tal-M) (0) ave 

But what's even more tedious is when the 
game sticks you in front of a powerful boss 
character that you can’t yet damage, but all 
the other enemies are so profoundly weak 
idgr-|antcelemer-lamme(-)mnalelecmlal-lam-Mic\ i'm ey 11087 
experience points out of them. And even 
worse are the jumping sections, which 
roLUl Cor d\vam ol-cee)pal-Miget-jie-)dlaremele(-mcom tal-) 
game’s imprecise controls. But these imper- 
iiciejtle)arcme (ola a <-1-] 0m Amn Amicelanmel-iiale mivlam-lale 
even a little addictive—it's still an interesting 
walk down memory lane for us twenty- 
something geezers. <€ Chris Kohler 


SLASH Fairly good battle system, quality music 


re 


HACK Some awful jumping puzzles, unbalanced 


level-up system 
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(Jamie Foxx, Kerry Washington) 


| OSCAR BOUND by John Scalzi 


The smart money this year is on Jamie Foxx to win an Oscar for his 
performance in Ray, as the movie's title character, the late, great R&B 
master Ray Charles. Some of the reasons have little to do with Foxx’s 
performance, per se: Charles died just prior to the release of the film, 
giving this portrait of the man an unexpected level of poignancy. Foxx 
himself has been previously known as a lightweight comedy actor, so this 
dramatic portrayal is the sort career-revising performance Oscar voters 
love (see also: Tom Hanks in Philadelphia). And this is Foxx’s second 
head-turning performance of the year, following his meaty role as a taxi 
driver in Collateral. 

However, the main reason Foxx is tops on the odds list is his perform- 
ance: Foxx digs deep to give a performance that doesn’t just praise Ray 
Charles (which would be easy), but tries hard to make the audience 
understand Ray Charles (which is rather more difficult). Charles, like 
virtually every genius, was a driven, difficult, and egotistical person; on 
top of that, Charles had his demons, from childhood guilt to drug use. 
Foxx lays it all out there fearlessly, aided by Taylor Hackford’s intelligent 
direction. It’s not Ray Charles up there on the screen, but it sure feels like 
it, and that’s worth ringing the Oscar bell for Foxx. 


RATING 
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THE BRAK SHOW 
(Andy Merrill, C. Martin Croker) 


Personally, | think it’s a sin against both God 
and nature that The Brak Show isn't making 
new episodes for Cartoon Network’s Adult 
Swim, yet Sealab 2021 keeps going strong. At 
least we have this collection, which features 
the misadventures of everyone's favorite 
stupid limited-animation sci-fi catlike space 
| creature, Brak, and also everyone's favorite 
| amoral mantis-shaped villain, Zorak, as they 
live, laugh, and learn in the suburbs. It’s 
possibly a high point of our entire civilization. 


* 2 . ee 

SHARK TALE 

(Will Smith, Jack Black) 

This is sort of what Finding Nemo would have 
been like if the folks at Pixar imagined New 
Jersey underwater (and were about half as 
clever as they really are). It’s cute, and it’s fun 
| to see Will Smith in hustler mode, even when 
he’s disguised as a dinky fish who acquires a 
false rep as a shark killer. But you can’t shake 
the feeling that Dreamworks counted on 
people’s affection for computer animation to 
get them over the rough spots in the story. 

| That’s not going to work much longer, folks. 


RATING I 106] 


( # aa 
SHALL WE DANCE? 
(Jennifer Lopez, Richard Gere) 
This is one of the few recent Japanese-to-Eng- 
lish remakes that doesn't involve inscrutable 
curses, although it does involve J. Lo, which 
may be close enough. Keep an open mind 
anyway, since this is a fairly innocuous and 
mostly pleasant little comedy about a lawyer 
(Richard Gere) who decides to take dance 
| lessons because he sees the dance instructor 
(Lopez) looking pensive in a window. And let's 
face it, if all it took for you to get next to J. Lo 
was dance lessons, wouldn't you do it? 


RATING i : a) 


THE GRUDGE 


_ (Sarah Michelle Gellar, Bill Pullman) 

= Between this film and The Ring, there are at 
i least four things we're learning about Japan- 
ese horror films being remade into American 
horror films: 1) The heroine of the American 
version has to be blonde; 2) it’s not a good 
idea to be her boyfriend; 3) the film’s embodi- 
ment of evil should have moist, unmanage- 
able hair; 4) if you try to actually make sense 
of the plot, you'll mysteriously get a phone call 
telling you you'll die in seven days. | think that 
about covers it. So is this scary? Sure, a little 
bit. It has its moments. Just don’t bother your- 
self with the story, though, because...h>mmm, 
that’s the phone. Excuse me. 


[RATING 


| (HEART) HUCKABEES 


(Jude Law, Jason Schwartzman) 


THE NOTEBOOK 


(Ryan Gosling, James Garner) 


This flick is based on a novel by romantic 
| schlockmaster Nicholas Sparks, so all you 
“guy” guys should move along right now. For 
anyone who's left: This is date-film gold: a 
love story featuring two seemingly mis- 
matched young people, told by the older ver- 
sion of one of them to the other. It is perfectly 
crafted to make you feel all gooey, and want 
to hold hands and take long strolls in the park 
with your beloved for the next 60 years. If you 
can stomach that sort of thing, you'll love it. 


Here's a film starring Jude Law and Naomi 
Watts as corporate tools, Mark Wahlberg as a 
fireman on a bike, and dueling existentialist 
investigators. In theory, this is a fun sort of 
setup, but practically speaking, it doesn’t work. 
| imagine David O. Russell got this film made 
by exploiting the intellectual insecurities of 
film execs who didn’t want to look like they 
didn't “get it.” Well, | have a philosophy 
degree from the University of Chicago, and | 
get it well enough. It’s just not that good. 


DUD RELEASES 

February 1 

The Brak Show: 
Season 1 

The Grudge 

Henry Rollins: Shock and 
Awe 

Vir. 3000 

Oz: Season 4 

Penn & Teiler’s Bullsh*t 
Season 2 

Ray 

shall We Dance? 

Wonderfails: Complete 


Series ° 
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February 8 

Miami Vice: Season 1 
The Notebook 

Shark Tale 


MR. 3000 


(Bernie Mac, Angela Bassett) 


SAW 
(Cary Elwes, Leigh Whannell) 


| There are few things | hate more than waking 
up in a bathroom, discovering I’m chained to a 
wall, and being told that unless | kill the other Donnie Darko: 
chained-up guy in the bathroom in a certain Director's Cut 
amount of time, my family will die. Thus is the Saw 

premise of Saw, and there’s lots of wild over- 
acting and grisly scenes of horror to go with it. 
As exploitative horror thrillers go, it’s pretty 
solid, although the ending doesn't really justify 
everything the audience is put through to get 
there. At least the trip is messy enough. 


This comedy is economical, since it combines 
the “come-from-behind baseball team” genre 
with the “selfish jerk learns to be nicer to peo- 
ple” genre: Bernie Mac is a Barry Bonds-like 
baseball player who discovers his 3,000-hit 
career is actually three short and dons his uni- 
form again to get back to his magic number. 
It’s nothing new, but Bernie Mac provides the 
right balance of jerk and hero, and any film 
that helps rescue Angela Bassett from the 
obscurity she’s been in gets credit from me. 


February 15 


February 22 

i (Heart) Huckabees 
The Shield: Season 3 
Strippereiia: Season 1 


— } 
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Comic Mischief 


Mild Lyrics 
ESRB CONTENT RATING —_www.esth.org 


CONTENT RATED BY CONTENT RATED BY CONTENT RATED BY CONTENT RATED BY CONTENT RATED BY 
ESRB ESRB 


PARTNERSHIP WITH PRIMA 

ld aiaar-mCr-laal-t-ym(-1-lellalemelsie)iiial-1ace) i 
reF-Taaliare me ieliel-\-yae)ce)vd(e lt Ol Wma ag) 
top-of-the-line strategies every month. 


SOCOM II 


A REPRISE OF STRATEGIES FOR ALL THREE DOWNLOADABLE MAPS 


In this issue, Prima’s strategy gurus 
share their expertise by providing 
some particularly dirty Need for Speed 
Underground 2 multiplayer tips. 


BERES BR 


INSIDE 


GRAND THEFT GENRE 


We take a look at the scads of minigames in San Andreas. 


MORE SAN ANDREAS CHEATS 


Get instantly ripped, shoot the ‘chute, and more. 


Every PS2 game ever reviewed in OPM. 


NEED FOR SPEED UNDERGROUND e2 


Nasty little tactics for taking out your friends in multiplayer. 


BEHIND THE GAME: GRAN TURISMO 


The history of the most influential racing game ever. 


SHOCKING XZIBIT-ION 


Jeremy Shockey and Xzibit, NFL Street 2 cover stars. 


THE SPORTS GUY 


yA“aal-\'\aei/-lele/-Jemee lai -¥4 
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Quick: Name a game 
genre that isn’t in 
GTA: San Andreas. 
Nearly impossible. 

a Balicmellatelaagte)o (cm) of-) me 
experience features 
every genre under the 
sun, Only failing when 
it comes to playing as 
a spell-casting Merlin. 
While not all are exe- 
cuted perfectly—what 
fo) dat=lamer-laat-myyelel(e| 
tackle such an over- 
whelming feat? That's 
the risk-taking Rock- 
star for you. Now take 
a walk with us down 
genre lane. 


7 


COIN-OP-PORTUNITY 


While San Andreas doesn’t feature true coin-op classics from the days of 
yore, it offers up palatable substitutes. Try out the likes of Go-Go Space 
Monkey or They Came From Uranus at nearby pseudo-7-11s. 


REMINDS US OF: Namco Museum 
GENRE SCORE: [(@@@@@) 


SHOOTING HOOPS 


A alitcMceleleliaremelelanles-Mmicelaamtal-melllgom (iam me le)|atemcomar-\Y-M-lahve)al-Manlit-) <iale) 
San Andreas for NBA 2K5, it's still a good stress reliever after knocking 
out rival gangs via drive-by. 

REMINDS US OF: NBA Ballers 

GENRE SCORE: [@@@@@] 


HEALTHY LIVING 

San Andreas is in a state of emergency when it comes to healthy living. 
Grease-infused eateries line the streets, and it takes a serious button- 
mashing workout session to keep CJ's gut inside his belt. 

REMINDS US OF: The Sims 

GENRE SCORE: [(@@@@@) 


PHOTO OPS 


Snapping pictures in GTA can be necessary, serving as proof that you 
killed off a key witness in the wilderness. You can also snap scenery 
around San Fierro, resulting in easier access to firearms for your 
killing sprees. 

REMINDS US OF: Fatal Frame Il: The Crimson Butterfly 

GENRE SCORE: [(@@@@@) 


TAGGING 


mCT-lndiale mv] omm-lcolllacem Mos-Mul-[n]coc-MUUital-Wer-]aMe) m-)0)e-\Val ey-118) Mim ale) ace) 
Talalelelale Mm tal-me-1d0lgamelm tal-MCicen{-m~)ic-1-] i at-lanl lime Vale mY 2all (-mZele mer] aM a ole) 
ZolUL am cle IUl-1mr- lan au aal-1¢-Mummee [el [ale Mey/-1 gaan (al-M 5-11 [<M t-1e Me) aye) e-\ Viale Medals 
directly in the grimy mud is reward enough. 

REMINDS US OF: THUG 2 

GENRE SCORE: [@@@@@) 


AIN'T NO MOUNTAIN HIGH ENOUGH 

FM tal-le-me-Lanvacaliare mel-iicclmcar-lamilaiare me elu am cal-M) (0) el-\Meyam\Y/(el0 la) a @ali(st-le Mela 
your Huffy, the wind blowing through your Afro, with the sound of Willie 
Nelson's “Crazy” tickling your tympanic? Yes, but not much. 


REMINDS US OF: Downhill Domination 
GENRE SCORE: [(@@@@@) 


COMPLETE THE LOOK 


SJ ofe)atiare mi cat-m ta-lale|(-1-) mi atelole\Vme) am cal-Ml-1(-1-1 more] gal cen 7-8 -1-] gam Yel Tmaaltlog 
respect with your boys as with the hoochies strolling the street. Head into 
talc: 1al-10)ce)g-1- Me) ml-lam ale [f-1-l-mcomere)anle)(-1(-M\Ze]0] mi (ele) ami melal aime lie lame 
take CJ so long to switch up his duds. 

REMINDS US OF: Def Jam Fight for NY 


GENRE SCORE: [(@@@@@) 


Ay 


PENAL Tal THE METAL 


—_—— : os 


The title implies you'll need to spin wheels to get by, but the fun comes 


when it's someone else’s car you ram through the city’s streets. Until CJ 


learns how to be a wheelman, this can be a spinout party, but once he’s 
re To) Mali-melal opm tal-ic-4-Male)daliarem e\-1t(-1mtal-lam-Mcey-[e meg] om CoM Nal-B-) ig] om 
REMINDS peace @) : Burnout 3 


SKINNY DIP 


Water's been a deadly killer in this franchise for too long. Now CJ can get 
more than his feet wet. But realism still takes hold if you try submerging 


Colom (olaleme-lale Mm elUMiM-in(eMe) om-)(-1-Je)lale my iitamtal-Milal-cn 
REMINDS U ata eo) oe the Demers 


mr IRE cr Pr. 
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i =—_ 


ro AA 8s Pos | Et nd 
=) QS IN = —_, 


son Nee emo S| 


While immediate threats will still make it past your scope, the shooting’s 
hugely improved in San Andreas. And somehow it's still disturbingly fun 


iComecomra(elit-lal¢-me)am-velpal-maliacee)an)elele) em ieljm-jace)iifare mele) Zam cal-m eley-1 cel 7-11 a 
rere \Velecr-lanliare Mela: e]-1tt-) ma lliom 
REMINDS US OF: Max Payne 


iw 
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Fiviela the friendly San Andreas skies takes getting used to, especially 


when you're zipping around in a jet. But with a skyline that’s three times 
alte }at-i mn tar-lamiam ey-l-)m@rer-laal-\-em cal-1e-M-M ©) (<1 a) avme) Mm cele) namie) m@iat-le mM =1-1celam (ale) migi-) 


frozen pizza) barrel rolls. 
MINDS US OF: Ace Combat 5: The Unsung War 
eaiaeseesaet 2 | tT) 


ge ser © Tem” im mr ~~) epee see -~ 
CLIAKE ¥V 2DM - THANG 
fo AL. —. a4 Neem <4 | ee Y ii 


Possibly the game’s worst bit, it’s still fun to watch the background 
dancers shimmy-shimmy-shake like repetitive goofballs, while autistic 
royal (eole),<-1e-Me-) ol-t-] ma talom-t-]an(omeli ale] er-)@ olale-\--1-m (laal-m-lalem-ler-liam 


REMINDS US OF: Dance Dance Extreme 
GENRE SCORE: |(@@@@®@. 


oo! oe UMN in RAMI 


GTA's squad-based shooting is troubled. Your boys tend to have the col- 
lective 10 of a team of dead iguanas and often struggle to keep up if you 


walk away. Still, they will occasionally save your hide by busting caps 
every once in a blue while. 
REMINDS US OF: SOCOM II 


GENRE SCORE: . ) poe 


wVViiL. 
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Three cities, nikio Ha FeTavem-]i elm (n(cipameelanle)(-i¢cMaleis(ele\-mee) 1] MRUat-l eo 
Yo) aar=italiare Miai=>.4e)| er-] e) Vara '/cy<1 ar-] efelUL me (el [ale Mel eivZ-m eo) acjarele) (ale [Mela me: c-1em 
foyalemel-)¢- Mm @) mcm tal-]melUi me) u7amele(eme(-le)¢-\Ulavee 

REMINDS US OF: The Urbz 


GENRE SCORE: [@@@@@] 
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COLLECTION AGENCY eae 
Fifty snapshots, 50 oysters, 50 tags, 30 cars for exporting. This game — 
or-] alm ol-mr- Mg nlelelal-]elelU) mere) i(-le1d[e)am-\-m-t-hvalale m\Z010] am alolele migelan Malesia (- 
takeover. If only the world weren't so freakin’ site VVcm ele lle lam mi alst-lemr-| 
strategy guide. 

REMINDS US OF: Jak and Daxter 


GENRE SCORE: [(@@@@@) 


TETE-A-TETE 

Taking a swing at an innocent pedestrian is cruelly fun, but not as fun as 
stomping their carcass (sorry God!) While it’s too tough to take aim at 
someone's mandible, grabbing a bat or sword balances everything out 
Elate manic mivlamicm tal e)(cvel 


REMINDS US OF: The Bouncer 
GENRE SCORE: [(@@@@@) 


_.  ., ;, ,.. 
TAX! DRIVER 

Though it's been around for all the PS2 GTAs, it’s still a blast to blaze 
unsuspecting taxi patrons around town at lightspeed, wheeling over 
blameless sidewalkers along the way. 


REMINDS US OF: Crazy Taxi 
GENRE SCORE: [(@@@@@) : 


LEADERSHIP 

Oi ali colar-ladiare mdi damcvelaal-mef-lcice)diare Maule lell-jam dalle Mm ant-r-lal-mielemer-]ameleli(e| 
elu e-1-1] mr- 1a at-11M-1epa\vare) Mele. )4[-1-m 0]-1 (0) ¢--Mile-1i(¢ |p) ee LU I-) ar-] 0) ©) gel-\e1 am lole) 
them in the eye, and ask them to join you with the panache and grace of 
a true leader. 

REMINDS US OF: Suikoden Ill 

GENRE SCORE: [(@@@@@) 


POOL SHARK siaieiinmeaaaaie 


fast onoding stixd come 


Sharking at the local tavern makes this game go from fun to electrifying! Onn 
Actually, no. Although the pool is well crafted, it makes you wonder why 
games based entirely around pool bother to exist. 

REMINDS US OF: Real Pool 

GENRE SCORE: [(@@@@@) 


Just south of Glen Park there’s a half-pipe where you can do your best lip- 
skid if your pedaling isn’t up to snuff. Otherwise, it’s a surprisingly fun 
challenge that will keep the Mat Hoffmans of the world entertained. 
REMINDS US OF: Mat Hoffman's BMX 2 

GENRE SCORE: [@@@@@) 


VIVA LAS VEGAS 

Nil re l(elam mic) <-mr-[eelel ale meV mm aaligleic-\-m (elm ial-mcolel(-1ac-MV\Vial-1-] comico) ome-lale Mi 
there were a craps table around so you could put “a nickel” on “big red” 
and root for “little Joe,” Las Venturas would be the greatest place on the 
GTA planet. | 
REMINDS US OF: High Rollers Casino oD 
GENRE SCORE: [(@@@@@) 


RGR 5) OoemmEeE 
& Play Meckiack 
Me 


108”0PM March 2005 


PS2 TRICKS AND ee ae 
REVIEW ARCHIVE 


MORE SAN 
ANDREAS CHEATS 


SOME POWERFUL, SOME SILLY, SOME JUST 
PLAIN AWESOME 


i 
| 
j 
| 
i 
i 
i 


Bloody Roar 4 Konami @ 75 
Blowout Majesco @@@ TT 
Game names in b'ac< bars indicate a Greatest Hits | [ieee Acclaim @4 65 
RCM EUCHI Ma CriCi Re) k mail ae) MME B ombastic Capcom @@¢ 72 
| 5. # indicates the game supports online play. Breath of Fire: Dragon Quarter Capcom @@@@ = 67 
_—— eee Britney's Dance Beat THO @@@@ 58 
(GAME PUBLISHER SOCS ae The Bouncer Square EA @@®@ 42 
Buffy the Vampire Slayer: Chaos Bleeds Sierra/Fox @@@¢ 73 
Bujingai: The Forsaken City Bam @@@@ 82 
Acclaim @@@@¢ 52 
Acclaim @@@@® = 63 
Burnout 3: Takedown EA Games @@@@®@ 85 
4x4 EVO GOD Games @@@@ 8 44 Butt-Ugly Martians: Zoom or Doom! Crave @@ Is 
2002 FIFA World Cup EA Sports 58 Cabela's Big Game Hunter Activision @@¢ 
‘Ace Combat 04: Shattered Skies Namco @@@@¢ 5) Cabela’s Dangerous Hunts Activision @@4 
Ace Combat 5: The Unsung War Namco @@@® = = 87 Cabela’s Deer Hunt 2004 Season Activision @@¢4 
Activision Anthology Activision @@@@ = 64 Cabela’s Deer Hunt 2005 Season Activision @@@@4¢ = 85 
Aero Elite: Combat Academy Sega @@@ 67 Call of Duty: Finest Hour Activision @@@@ = 89 
The Adventures of Cookie & Cream Agetec @@@4¢ 44 Capcom Fighting Evolution Capcom @4 88 
Aggressive Inline Acclaim @@@@¢ 59 Capcom vs. SNK 2 Capcom @@@@e¢ 5) 
Airblade Namco @@@®@ = 53 
Airforce Delta Strike Konami @@@ 78 
Alias Acclaim @@4 81 
Ali 0-3 Entertainment @@@@ 88 
iens Versus Predator: Extinction EAGames @@@4 = 72 
-Star Baseball 2002 Acclaim @@@4 44 
-Star Baseball 2003 Acclaim @@@4 56 
-Star Baseball 2004 Acclaim 
All-Star Baseball 2005 Acclaim 
Alter Echo THO 
American Idol Codemasters @ 77 
Amplitude Sony CEA @@@@ = 68 
Antz Extreme Racing Empire @4 61 
Ape Escape 2 Ubisoft @@@@¢ 70 
Ape Escape: Primed & Pumped Ubisoft @@4 88 
Aqua Aqua 3D0 @@ 42 
Arc the Lad: Twilight of the Spirits Sony CEA @@@@ = =70 
Arctic Thunder Midway @ 50 
Armored Core 2 Agetec @@®@ 39 
Armored Core 2: Another Age Agetec @@@¢ 48 
Armored Core 3 Agetec @@@¢ = 6] 
Armored Core: Nexus Agetec @@ 85 
Army Men: Air Attack 3D0 @ee4 44 
Army Men: Green Rogue 3D0 @® 45 
Army Men RTS 300 @@@@ 56 
Army Men: Sarge’s Heroes 2 3D0 @@4 45 
Asterix & Obelix Kick Buttix Atari @@4 85 
Astro Boy Sega @@@ 85 


Instant flight time. Instant parachute. Instant abs. If you’re looking to 
check out some of the more advanced features of San Andreas with- 
out putting in all the work, we’ve got the cheats for you. Just remem- 
ber, though, as Rockstar puts it, “There is no safe cheat for San 
Andreas.” \f you save after entering one of these cheats, you do so at 
your own risk—doing so may even corrupt the other San Andreas 
saves on your card. Don’t say we didn’t warn you. 


-hack//INFECTION Bandai @@@4 65 
.hack//MUTATION Bandai @@@@ 69 
.hack//OUTBREAK Bandai @@@@ 73 
-hack//QUARANTINE Bandai @@@@ #76 
52 


Burnout 


Burnout 2: Point of Impact 


18 Wheeler American Pro Trucker Acclaim 


Enter these codes during gameplay. Do not pause. 


Carmen Sandiego: The Secret of the Stolen Drums Bam @@4¢ ri 
CART Fury Midway @ 47 
Casper: Spirit Dimensions TDK Mediactive @@¢ 50 
Castlevania: Lament of Innocence Konami @@@@ 74 
The Cat in the Hat Vivendi Universal @@ 76 
Catwoman EA Games @ 84 

Champions of Norrath: Realms of EverQuest Sony Online @@@Od 78 
Chaos Legion Capcom @@@4 70 

Chessmaster Ubisoft @@@¢ 70 
Choplifter: Crisis Shield Xicat @@®@ 69 
Choro Atlus @@@¢ = 86 
City Crisis Take-Two @@®@ 48 
Clock Tower 3 Capcom @@@ 68 
Combat Elite: WWII Paratroopers Acclain @@@ 83 
Colin McRae Rally 3 Codemasters @@@@@ 68 
Commandos 2: Men of Courage Eidos @®@ 
Conflict: Desert Storm Gotham Games @¢ 
ict: Desert Storm II Gotham Games @@® 
Global Star @@4 
ict Zone Ubisoft @@4 
ntra: Shattered Soldier Konam| @@@@¢ 64 
Corvette Global Star @@@4¢ 81 
Cool Boarders 2001 Sony CEA @@@@ = 46 
Crash Bandicoot: The Wrath of Cortex Universal @@@¢ 51 
Crash ‘N’ Burn Eidos @@ 
Vivendi Universal @@@¢ 76 
Crash Twinsanity Vivendi Universal @@4 86 
Atari Anthology Atari @@ 89 Crimson Sea 2 Koei @@@¢ 80 
Athens 2004 Sony CEA Crimson Tears Capcom @@@4 83 
ATV Offroad Fury Sony CEA @@00@ Crouching Tiger, Hidden Dragon Ubisoft @@ 74 
4 ATV Offroad Fury 2 Sony CEA @@ee Culdcept SNK @@@« = 75 

ATV Offroad Fury 3 Sony CEA @@@@ = 88 Dark Angel: Vampire Apocalypse Metro3D @4 49 
ATV Quad Power Racing 2 Acclaim @@@@ = 66 Dark Cloud Sony CEA @@@@¢ 46 

Auto Modellista Capcom @@4 69 Dark Cloud 2 Sony CEA @@@@®@ 66 
Backyard Baseball Atari @@4 81 Dark Summit THO @@@¢ = 52 
Backyard Wrestling: Don't Try This at Home Eidos @@4 75 Dave Mirra Freestyle BMX 2 Acclaim @@@¢ 50 
Backyard Wrestling 2: There Goes the Neighborhood Eidos @4 89 DDR Extreme Konami @@@@ = 85 
DDRMAX Konami @@@@ 63 
Baldur's Gate: Dark Alliance || Interplay @@@¢ 77 DDRMAX 2 Konami @@@@ 74 
Barbarian Titus @®@ 57 Dead or Alive 2: Hardcore Tecmo @@@@¢ 39 


The Bard's Tale Vivendi Universal @@@@¢ 86 Dead to Rights 3 Namco @@@ __ 65 
Bass Strike Virtual Fishing Tournament THO @4 51 Def Jam Vendetta EA Sports Big @@@@ 67 


Batman: Rise of Sin Tzu Ubisoft @@ 74 Def Jam Fight for NY EA Games @@@@4¢ 85 
Batman: Vengeance Ubisoft @@@ 51 Want to play as your favorite rappers but don't have the heart to 
Battle Assault 3 Bandai @@4 88 
Battle Engine Aquila Atari @@@¢ 65 
Battlestar Galactica Vivendi Universal @@@ 76 
Beyond Good & Evil Ubisoft @@@@ 75 


en Hominid 


| 


ct: Vietnam 


BEACH PARTY Pedestrians dress forthe beach. _Left, Right, L1, L2, R1, R2, R2, Up, Down, Right, L1 
Up, Up, Down, Down, O, O, L1, R1, O, Down 


BARREL ROLL Spawns a stunt plane. 
HIGH JUMP CJ jumps 10 times higher than ©, -Up, L1, L2, Down, R1, L1, L1, Left, Left, ®, @ 
normal. 
Up, Up, @, SB, Up, Up, Left, Right, O, R2, R2 SUNDAY, SUNDAY, SUNDAY Spawns a mon- 
ster truck. 
CJ PHONE HOME BMX bike bunny-hopsto an _ Right, Up, R1, R1, R1, Down, ©, @, ®, ©, L1, L1 
insane height. 
6, 0, O, O, G, O, O, L1, L2, L2, R1, R2 OFFROAD FURY Spawns a quad bike. 
Left, Left, Down, Down, Up, Up, O, O, S, R1, R2 


fight them in story mode in order to unlock them? Use the follow- BEEFCAKE CJ gets maximum muscle. 
©, Up, Up, Left, Right, O, O, Left FLYBOY Spawns a Hydra. 


6, 6, O, O, &, Li, L1, Down, Up 


ing codes to score yourself some reward points to unlock your 


favorites without violating your fan club membership. To do this 


code, enter the password in the Cheat menu: BIG BONED CJ gets maximum fat. 


Big Mutha Truckers Empire @@@ 71 NEWJACK 100 reward points ©, Up, Up, Left, Right, O, O, Down VORTEX Spawns a hovercraft. 

Bionicle: The Game EA Games @@4 75 THESOURCE 100 reward points 6, 6, O, O, %, Li, L2, Down, Down 

Black & Bruised Majesco @@@@ == 67 CROOKLYN 100 reward points BEANPOLE CJ gets minimum fat and muscle. 

Blade II Activision Defender Midway @@@4 62 ©, Up, Up, Left, Right, @, O, Right VEHICLE OF DEATH CJ's vehicle is invulnera- 
Blood Omen 2 Eidos @@@4 57 Destruction Derby Arenas Gathering @@4 80 ble, and makes any vehicle it touches explode. 
BloodRayne Majesco Deus Ex: The Conspiracy Eidos @@@@d 56 FALL GUY CJ gets a parachute. L1, L2, L2, Up, Down, Down, Up, R1, R2, R2 


RTs AEN inthe phere RII EIT SR CSS a SS ENR 6 SERVE S| 
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“TIC IN 


E SURFACE TRAt 
| Although there are several different surface 
| 


types in the game, most have no effect on 
your speed—not even grass. Wet tracks lessen 
| your traction by about 10 percent, but that’s 

| | about it. 


STABILITY CONTRC “US. 

BM al-meie-leliiiava Orel aidge)| pare FeTolel-maslela-mie) ce 
| giveness to your car’s handling. With Stabil- 
| ity Control on, you won't be able to slide 

| your tail out as easily, so it helps to prevent 
undesirable slides. It also serves to - 

| straighten your car out with less effort after 
| cornering. Experienced racers, however, 

dU idan all-me)e)dlelame)smcome|-)ar-Manle)c-ma-1-) ole) are 

| sive “feel” from the car while ripping 

| around the streets. With the option deacti- 

| vated, the driver maintains the ability to 
| throw the car's tail end out quite easily. 

| Consequently, this provides for more | 
Relvar-laaltomelaiitlaremelaremetelnitae)l(-emeN acl cia 


When you've mastered this art, you can 

| achieve better track times. This helps you 
Mey-terelaal-Mr-Manlole-M-vailetl-larmelanZ-lae-lale Mo at-hic- 
some time off your best laps. 


THE OUTER LANE 
Alongs most aie ne highway in Bayview, 
there are outer lanes that have a yellow, diag- 
| onal-lined pattern on them. These are not 

| driving lanes, so you'll never see traffic in 

| them. However, they are not too difficult to 
| maneuver through in smaller cars. 

| This strategy also applies to sidewalks; 


i 
1 
H 
j 
i 
! 


| however, this trick will demand much better 
Milaaliare Mestie N71 cee-lacmerelanlantelal Wallatere muita 
| street signs, so you'll have to get in and out 


| fairly quickly. 


gressive racers appreciate this maneuver. 
Oi at-malecele(-micw-Mar-lcemt-) OM Ti tamelelmer-lmelem-yital-le 
ro) ta(-Ma-y-] re |0l-1ac-1mm ey-lal-)i-Me) magi-Mor-] miami ine)al me) i 
ole Pm Me] <-1-] om iat-M ola-1-1-10]¢-0] om -1-) 0l-1e1T-]| Yael a] 
rere] al-TaaViViall(-M-i(-1-1 glare Minicom tal-m-y-le ll ale mer-1 a 
Zolumer-]am-\-1ale Mi mer-[e-1-1allalemelimial (om iat Me lel-lcep 
rail. This equates to at least a five-second lead 
for you. 


Le — 2 e. 


ga a | 

The life Talaat-inlaelmele lamer] au [Ul1m o)g(e) ma comar-lare] 

| time can have a profound effect on your safe | 
arrival back on earth. If you hit a jump at any | 
Yola me) m@-lale](- me) mi ce)t-) dle) al-] Mv{-(e1ce) am dar-) @r-J ave (-) 

= laleMae)t-lilelamYiimee)aldiale(-m com laleig-t-l-1-mi valli) 

your Car is in the air. You may even land back- 

Ve Iee Mim ele Me- male) mer-1c-1(0 tM all mzelel an (0 lan) ose lale| 

catch air straight on for the best results. 


1 
if 
i 
| 
| 


| 


If you and another car are racing neck and | 
neck down the strip and there is a place ahead | 


I 
{ 
} 
j 


icoMer-] (eame-] [Am Calce) Wa lam- Malco le -M com a\-merlala) 

Lice}al Meum celemale lala el-viole-malictiarem care wl 0] on) om Malt 
| technique sends them off in the wrong direc- | 
| tion once in the air, and is almost impossible _| 
| to recover from when done effectively. 


MUavatal-molel-lamelel mc-lealalie[0(-m [Ulm o\-1cele-e- MU lanl on | 
i 


Catch-up mode can be a blessing or acurse. | 
The cars behind the leader are temporarily 
given increased acceleration and top speed to 
match them to the leader. If you bail and fall | 
if-]em-lalelele|amol-laliaremcom-valel-le[-Mtal-Mer-] (epee) of 
{ole ime) ol-1-leM-lalem-lee.-1(-16-]8(e) mull me lem com al-\ 
oF- 11 Tk a(em (-\V-1 Ma Dole er- alm <-1-] OM | mi cole l-ital-1s 
Vitarelelmere-s-Jallale pm elem MIL <-l\vme)(e)wmale lala e\ 


CHI Tia! a | 
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lf another racer is hard on your tail drafting 
you, speed toward a car ahead in the road. 
AYAYE-T) aU Ta) ] mh dal -1-) me eles1-)] o)(-Manlelant-lalmcomatlan| 

i: )le(-m-]alemelelelel—m 

The trailing racer’s view is blocked if he’s 

| really close behind, enough to not see some 

| of the cars in front of you. As you pull away at 
the last second, he may end up either totaled | 
or in less of a position to pass you and steal 

| your hard- earned lead. 


Blocking i is an essential skill. Certain types of 
races—like Street X—will demand it more 

| than others, but it will help you almost every- 

| | where. Learn to watch Vole lama aligne) s-m-lale mel al-(01 4 
olla] lave m cele mel i(-1am col <-1-] ofl a¢-(e) ae) MZ0)0] me) 0) olor 

| nents’ positions. Wait for a pursuing racer to 

| make a move. Anticipate his path and cut him 

| off. Run him into a guardrail or just keep mov- | 
Mlare coe) \Valamicelalm@e)mallanm-lale Mm a(-M| matc\\/-)me(:) ae 
_ the opportunity to get by you. Keep an eye 
MelUl aucelmZelUlar-1Ulacollavel[atel-Mmatol¥(e] aPmVZolU me (ola 

| Wi"Fclal mn Come [-1m@er-l0le la) mejsmel0l-[gem-lalemey-l/ mY vall() 

| trying to take someone else out. 


If you get tristrated fo foyi ale m-]] mtaliomecreralal(er-) 

| braking late maUlgaliare pm Zelemar-\-M-lame) o)t(e ann @)al 

| some corners you can swing your car wide, 

Tod} INarelaiarel [are m-l(olatemaal-Mel0l-laele-1] Me) masve| 

| track barriers. If the corner is smooth enough 

| and you come in fast and at a low angle, you 
(ore Tama (e(-Magt-] ae-l]@-11 Mm tal-m7-\Var-lnel0 ale M-laleM-Jalele)i 

| out the turn exit like a rocket. Often you can 

leave the corner at a higher speed than an 

| opponent who enters and performs the per- 

| fect brake-and-turn maneuver. 


| the leaders when vee rele) catch them. 


PUBLISHER SCORE ISSUE 


ait. 6!) Cac Se 


Devil May Cry 2 


Digimon Rumble Arena2 | Bandai @@®@ 
Digital Hitz Factory XS Games @@@@ 
Dino Stalker Capcom @e@ed 
Disaster Report Agetec @@@4 
Disgaea: Hour of Darkness Atlus @@@@ 
Disney Golf EA Games @@@®@ 
Disney's Extreme Skate Adventure Activision @@@@ 
Disney's PK: Out of the Shadows Ubisoft @@4 
Disney's Treasure Planet Sony CEA @@@4¢ 
A Dog's Life Hip Interactive @®@ 


Donald Duck: Goin’ Quackers Ubisoft 


Downforce Titus @@ 
Downhill Domination Sony CEA @@e@ 
Dr. Muto Midway 


Dragon Ball Z: Budokai Atari @@@4 65 


Dragon Ball Z: Budokai 2 Atari @@4 


Dragon Ball Z: Budokai 3 Atari @@@e@ 
Dragon Rage 3D0 @4 
Drakan: The Ancients’ Gates Sony CEA @@@@ 
Drakengard Square Enix USA @@ 
DRIV3R Atari @@@4 
Driven Bam @ 
Driving Emotion Type-S Square EA @@4 
Drome Racers EA Games @@4 
Dropship Bam @@ee 
Dual Hearts Atlus @@@ 
Duel Masters Atari @@@ 
The Dukes of Hazzard: Return of the GenerallLee Ubisoft @@@4 
Dynasty Tactics Koe| @@@o4 
Dynasty Tactics 2 Koe| @@@@ 
Dynasty Warriors 2 Koe| @@@®@ 
Dynasty Warriors 3 Koei @@@@ 
Dynasty Warriors 3: Xtreme Legends Koe| @@@4 
Dynasty Warriors 4 Koei @@@e4 


Dynasty Warriors 4: Xtreme Legends 
Dynasty Warriors 4: Empires 


Ecco the Dolphin: Defender of the Future Acclaim @@4 
Echo Night: Beyond Agetec @@@ 
Egg Mania: Eggstreme Madness Kemco @@4 
eJay Clubworld Crave @@ 
Endgame Empire 


Enter the Matrix Atari @@@ 


Ephemeral Fantasia Konami @4 
Escape from Monkey Island LucasArts @@@@¢@ 
ESPN College Hoops ESPN Videogames @@@4 
ESPN College Hoops 2K5 ESPN Videogames @@@4 

ESPN International Track & Field Konami @@@ 
ESPN International Winter Sports 2002 Konami @@@@ 
ESPN Major League Baseball ESPN Videogames @@@4 
ESPN MLS Extra Time Konami @@ 
ESPN National Hockey Night Konami @4 
ESPN NBA 2Night Konami @®@ 
ESPN NBA 2Night 2002 Konami @@®@ 
ESPN NBA 2K5 ESPN Videogames @@@®@ 
ESPN NBA Basketball ESPN Videogames @@@@@ 
ESPN NFL Football ESPN Videogames @@@@4 
ESPN NFL 2K5 ESPN Videogames @@@®@ 


Money and fame often come before glory in the NFL, so why 
to grant yourself a million crib points and unlock all crib items. 
stepping onto the field. 
PhatBank 


CribMax 
MadSkilz 


1 million crib points 
Every crib item 


Every milestone complete 


ESPN NHL Hockey ESPN Videogames @@@@4 

ESPN NHL 2K5 ESPN Videogames @@@@4¢ 
ESPN Winter X Games Snowboarding Konami @@@ 
ESPN Winter X Games Snowboarding 2002 Konami @@® 
ESPN X Games Skateboarding Konami) @@@@ 
Eternal Ring Agetec @@ 
Eve of Extinction Eidos @@4 
Everblue 2 Capcom @@@ 
Evergrace Agetec @@ 


EverQuest Online Adventures Sony Online 


should you be treated any differently? Enter the following codes 


You can even enter a code to get all the milestones without ev 


Enter these case-sensitive codes as your VIP name to activate: 


33 LLL Ahhh hhh 


SCARE TACTICS 
Has there ever been a 
game more terrifying 


63 than Fatal Frame or Fatal 
64 Frame 2? We don't think 
84 so. Personally, we found 


the first one a wee bit 

scarier, but your mileage 
may vary. If you're in the 
mood for a fine frightfest, 
turn off the lights, crank 
up the sound, and pre- 
pare for terror. 


19 WELZZZZZLZZLLL. 


POTTY MOUTH 
Here's a little Getaway 
humor for you: 

Q: What do you get when 
you combine a true-to- 


56 life rendering of down- 
87 town London, a cast of 
75 foul-mouthed Cockney 
72 thugs, a really touchy 


84 driving engine, and some 
creepy cinematics? 


A: Go f*** yourself! 


er 


(GAME 


The Getaway 


PUBLISHER 


EverQuest Online Adventures: Frontiers Sony Online @@@4€ 77 
Evil Dead: A Fistful of Boomstick THQ @@@ 70 
Evil Twin Ubisoft @@ 52 
Evolution Skateboarding | Konami @@4 63 
Evolution Snowboarding Konami @ 65 
Extermination Sony CEA @@4¢ 48 
Extreme-G III Acclaim @@@@ 50 
EyeToy: AntiGrav Sony CEA @@@@4 87 


EyeToy: Groove 

F1 2001 

F1 2002 

Fi Career Challenge 


Sony CEA @@@@¢ 80 
EA Sports @@@@@ 52 
EA Sports @@@@¢ 60 
EA Sports @@@@@ 71 


F1 Championship Ubisoft @@@@ 43 


F1 Championship Season 2000 EA Sports @@4 4] 
Fairly OddParents: Shadow Showdown THO @@@4 88 
Fallout: Brotherhood of Steel Interplay @@4 78 
Fantavision Sony CEA @@@@ 40 
Fatal Frame Tecmo @@@@ 55 
Fatal Frame 2: Crimson Butterfly Tecmo @@@@ 77 
Ferrari F355 Challenge Sega @@ 61 
FIFA 2001 Major League Soccer EA Sports @@@@4¢ 39 
FIFA 2002 EA Sports @@@@¢ 5] 


FIFA Soccer 2003 EA Sports @@@@@ 63 


FIFA Soccer 2004 EA Sports @@@@@ 75 
FIFA Soccer 2005 EA Sports @@@@®@ 86 
Fight Club Vivendi Universal @¢ 87 


* Fight Night 2004 
Fighter Maker 2 
Final Fantasy X 
Final Fantasy X-2 


Agetec @4 64 

Square EA @@@@@ 53 
Square Enix USA @@@@@ 75 
Square Enix USA @@@@@ 78 
Final Fantasy XI: Chains of Promathia Square Enix USA @@@@ = 87 


Final Fantasy XI! 


Finding Nemo THO @@e¢ = = 7 
Fireblade Midway @@4 59 
Fisherman's Challenge Konami @@ 67 


Gotham Games @@4 76 
Agetec @4 53 
Atari @@@4¢ 86 
Sony CEA @@4 50 
Midway @@@¢ = =72 


EA Games @@@@@ 73 


Ford Racing 2 

Forever Kingdom 

Forgotten Realms: Demon Stone 
Formula One 2001 

Freaky Flyers 

Freedom Fighters 


Freekstyle EA Sports Big @@@®@ 59 


Freestyle Metal X Midway @@@® 71 


Frequency Sony CEA @@@4¢ 52 
Frogger: The Great Quest Konami @4 53 
Frogger’s Adventure: The Rescue Konami @@¢ 76 
Front Mission 4 Square Enix @@@@ = 82 
Fugitive Hunter Encore @ 76 
Fullmetal Alchemist Square Enix @@@ 89 
Fur Fighters: Viggo’s Revenge Acclaim @@®@ 46 


eo< 72 
SOG! 81 


Futurama Vivendi Universal 


Future Tactics: The Uprising Crave 
G1 Jockey 3 


Gadget Racers 


Koei 
Conspiracy @@@¢ 50 
Galactic Wrestling Featuring Ultimate Muscle Bandai 


Galerians: Ash Sammy @4 66 


Gallop Racer Tecmo @@ 48 
Gallop Racer 2003: A New Breed Tecmo @@®@ 69 
Gallop Racer 2004 Tecmo @@@@ = 85 


Gauntlet: Dark Legacy Midway @@@4¢ 46 


Sony CEA @@@@ 66 


The Getaway: Black Monday Sony CEA @@ 89 
Get on da Mic Eidos @@ 87 
Ghosthunter Namco @@4 84 


Ghost in the Shell: Stand Alone Complex Bandai @@ 87 

Ghost Recon 2 Ubisoft @@@ 89 
Giants: Citizen Kabuto Interplay @@@4 51 
Gitaroo-Man Koei @@e4 53 
Gladiator: Sword of Vengeance Acclaim @®@ 75 
Gladius LucasArts @@@@ 74 
Goblin Commander: Unleash the Horde Jaleco @@4 76 
GoDai: Elemental Force 3D0 @4 54 


Godzilla: Save the Earth Atar| @@4 88 
GoldenEye: Rogue Agent EA Games @@® 89 
Gradius III and IV Konami @@4 39 


Gradius V 
Gran Turismo 3: A-spec 


ooo 85 
Sous 


Konami 
Sony CEA 
Atari 


Grand Prix Challenge 


SCORE ISSUE 


GAME PUBLISHER SCORE ISSUE| 


Grand Theft Auto Ht Rockstar @@@@@ 52 
Grand Theft Auto: San Andreas Rockstar @@@@@ 87 


Grand Theft Auto: Vice City Rockstar @@@@@ 63 
Grandia II Ubisoft @@@4 53 


Grandia Xtreme Enix @@@¢ 62 
Gravity Games Bike: Street, Vert, Dirt Midway 4 61 
The Great Escape Gotham Games @@@¢ = 72 

Gretzky NHL 2005 Sony CEA @@4 88 

Growlanser Generations Working Designs @@@@ = 88 
GTC Africa Majesco @@4 58 
Guilty Gear Isuka Sammy @@@@ = 86 
Guilty Gear X Majesco/Sammy @@@@ = 5] 
Guilty Gear X2 Sammy @@@®@ = 66 
Gungrave Sega @@@4¢ 61 
Gungrave: Overdose Mastiff @@@4 86 
GunGriffon Blaze Working Designs @@@¢ 39 
The Guy Game Gathering @ 85 
Half-Life Sierra @@@@@ 5} 
Harry Potter: Quidditch World Cup EA Games @@@ 75 
Harry Potter and the Sorcerer's Stone EAGames @4 76 
Harry Potter and the Chamber of Secrets EA Games @@@4 64 
Harry Potter and the Prisoner of Azkaban EAGames @@@@ 82 
Harvest Moon: Save the Homeland Natsume @@@@ = 5] 
Haunted Mansion TDK @@@ 77 
Haven: Call of the King Midway @@@¢ = 64 
Headhunter Acclaim @@@ 57 
Headhunter: Redemption Sega @@@ 86 
Herdy Gerdy Eidos @@@ 56 
Heroes of Might and Magic 3D0 @@4 46 
Hidden Invasion Conspiracy @@®@ 60 
High Heat MLB 2002 3D0 @@ee 44 
High Heat MLB 2003 300 @@@@¢ 55 
High Heat MLB 2004 3D0 @@@@@ 67 
Hitman: Contracts Eidos @@@@¢ 8] 


BOOS* 
Vivendi Universal @@@4 76 
Sony CEA @@@@ = 55 
Sony CEA @@@4¢ 85 
THO @@@4 89 
THO @@4 64 
Vivendi Universal @@@®@ 70 


Hitman 2: Silent Assassin 
The Hobbit 
Hot Shots Golf 3 


Hot Shots Golf Fore! 

Hot Wheels: Stunt Track Challenge 
Hot Wheels: Velocity X | 
The Hulk 


Hunter: The Reckoning—Wayward Interplay @@4 72 
Hypersonic Xtreme Majesco @@4 67 
I-Ninja Namco @@@4 75 
Ico Sony CEA @@@@e@ 50 
The Incredibles THO @@@4 88 
Indiana Jones and the Emperor's Tomb LucasArts @@®@ 71 
Indy Car Series Codemasters @@@ 71 
Intellivision Lives! Crave @@@¢ = =77 
Inuyasha: The Secret of the Cursed Mask Bandai @ 89 
Island Extreme Stunts EA Games @@@¢ 65 


The Italian Job 
Jade Cocoon 2 


Eidos 
Ubisoft 
Jak and Daxter: The Precursor Legacy Sony CEA 
Sony CEA 

Jak 3 Sony CEA @@@e@4 


James Bond 007: Agent Under Fire EAGames @@@@ 52 


James Bond 007: Everything or Nothing EAGames @@@@4¢ 79 
James Bond 007: NightFire Activision @@@@¢ 64 


James Cameron's Dark Angel Sierra @®@ 65 
Jeopardy! Atari @@4¢ 77 
Jeremy McGrath Supercross World Acclaim @ 53 
Jet X20 Sony CEA @®@ 63 
Jimmy Neutron: Attack of the Twonkies THO @@@ 88 
Jonny Moseley Mad Trix 3D0 @4 54 
Judge Dredd: Dredd vs. Death Evolved Games @@4 80 
The Jungle Book: Rhythm n’ Groove Ubisoft @@@ 69 
Jurassic Park: Operation Genesis Universal Int. @@@@¢ 68 
K-1 World Grand Prix Konami @@ 71 
Karaoke Revolution Konami @@@@ 75 
Karaoke Revolution Volume 2 Konami @@@@¢ 83 
Karaoke Revolution Volume 3 Konami @@@@¢ 87 
Katamari Damacy Namco @@@@¢ 86 
Kelly Slater’s Pro Surfer Activision @@@4 61 
Kengo: Master of Bushido Crave @@@ 42 
Kessen EA Games @@®@ 39 


Koei @@@e 
Namco @@@@¢ 75 


Kessen II 


kill.switch 


www.1UP.com | iil 


IAA REPLAY 


POLYPHONY 


___n: music arranged in parts for several voices or instruments 


Je call ourselves Polyphony Digital for a reason,” explains Kazunori 
auchi, the father of Gran Turismo. “’Polyphony’ is meant to suggest a 
e for polyphonic people, and for their voices, to mix with one another. 


Gran Turismo is certainly not created i Tamaanvamaateyace) eave) ah vam 


While the end product may well be a collaboration of dozens of talented 


_ minds, the original vision for this landmark series belongs to one man. 
_ Since he was 15 years old, Mr. Yamauchi has been dreaming about a 


game that focuses on realistic ro lub aiare r- ale ml ale) uVer-t-ictom talcm elclclU| Wale) Mer: Ee 
Getting hired on at Sony Computer Entertainment in 1993 was just the 
opportunity he was looking for. Sony's new PlayStation offered the 
perfect canvas on which to paint his masterpiece. 
But it wasn't all wine and roses. The driving-simulator-with-licensed- 
(ote g-ta daliave Mat-(emolciclameclacclaay el(cleMelalecm o\-1(e)ccm ol civic) al(om-VatcMmelate iar] mi (-1-16) 


___ for Speed on the ill-fated 3D0 system included a handful of real-world 


dream cars. And while it received critical acclaim, the system that played 
he game kept it from becoming a commercial hit, and Electronic 
Arts qu a aciWulteialcie @)-1tole Mun lelaceelacrcle (einem elanae lala subsequa 
iterations of the title. 

But that didn’t slow down Yamauchi. After all, Gran Turismo wasn 1 
meant to be a showcase for only dream cars coming out of places like - 


NC OF OF OF MIDE SAMING'S BIGGEST FRANCHISES 


POLYPHONIC HARMONY 

“My staff are people | scouted for the project,” says 
Kazunori Yamauchi, “people whom | struggled to find. 
The concept for the team was centered on those who 
could lead the industry in 3D graphics and physics sim- 
ulations, which were new to the gaming industry.” 


Porsche, Lamborghini, and Ferrari. Gran Turismo is a celebration of all 
fore] g-meUnLem-1 ite) ma arc] diale magic Mm ar-] ae m-icl] Mm ComZclalioi(-Maat-laleir-(eullaslemuvela lee 
Vile coe Barc lah ace] male] an malsa’4-]mmecolal-i(e(clacre m-IVd(e(-tolel-laal-M-l-M-Maat-la'<-lalale] 
tool—Gran Turismo was released on the PlayStation in 1997. 

CW Mlat)clalt\a-iaae le are meinlelce mY7i tam ole) tamey-lanl-1e-W-lale Mer-] mt-val tall tsi-tsi om tal-) 
world over. Here was a game in which you could buy and sell your own 
ride, modify it with performance parts and visual upgrades, and view gor- 
geous replays of your greatest races, thanks to Polyphony’s ability to push 
id atcys md fe Naw) Cole] pm are] ae iU\z- acm CoM] eM] ol-ve)(01¢cM | [aati em ¢-laat-lelelali-lale Mm aliomicy-laa Malle) 
pre) a (el-janecta]|p4cve MaltcMelect-]pa pm olUl mole-t-l-leM-MeleiVdlateMel-laal-Mial-lmv ele] (eM of- 
imitated—if never duplicated—for years to come, a fact that puts a smile 
on Yamauchi's face. “When GT was first released, there were no other 
games that included real existing cars and their real driving feel, and in 
which that factor was one of the main selling points. If you look at the mar- 
ket today, you will notice that most, if not all, racing games do this now.” 

Another reason Gran Turismo is so often imitated has to be that it was 
one of the first games to cross over into mainstream culture in a big way, 
Tal axeyel0cellalem-MmUUale) (om (crellela me) mer-larclalaalel-yt-\-1e-m comclo) a Nace ml-\\2c) | tle) ah 

(Te-Tame a enema eee] | ee] ole) 0 iam olcl [ave Mm olle(e|-]ar-lale Ml of-11(-1 eam DIU[- Com tals) 
Tatoigcfello)[-me-luleler-t-t- Mon maalmile- merc] palmer] maat-laleir-leit0la-le-Me-leelelalp4c\e Bt al-) 

Ye NZ-] a) e-le[-me) im ol-l [are Mlacei(U(e(-re lam taliomiayccle-(eueh-M o)a-\ale)anl-valela Mm Mal-Mastielit 
was a roster of more than 500 cars in the 1999 sequel. As for gameplay 
upgrades, the biggest addition to Gran Turismo 2—aside from a massive 


EVERY COVER STAR IS ONE OF YAMAUCHT'S PERSONAL RIDES. YES, EVEN THE GT 


Gr. PlayStation. 


i) PlayStation] + 


alUianlel-1 me) mr-[e-t-mcomeelanle)(-1(-M lamer] (-1-] mga lele|-mee7-l-me-li\Vme-le alee 

Really, though, Gran Turismo 2 was more a refinement of what 
Polyphony Digital had started with the original Gran Turismo. The series 
at-le me le)al-Mice)aam-Mantele(-1¢-](-1\Var-laale)it(eleromelalViare ml [palelt-ice)m come)a-Me)mtal- 
crown jewels in the PlayStation’s lineup. 

So it stood to reason that when the PlayStation 2 launched in 2000 it 
came with the promise of an all-new Gran Turismo. In fact, the Japanese 
FeTUlaleiaM-\V{claMmict-] 40] c-1eM-Me|(-lgn(eme| (ome) mm Cie-lemw lt e141 0)0) 0mm moll (eM e\-Me)-1g 
FAV{-T-] am t-1 (1 om ale)" -\4-1 em ol-1 (0) ecm el-1e) 0)(-Mele)mial-lim@ar->¢m@c-r-]melei Viale m-lianleli-lcelg 
fix—in the form of Gran Turismo 3 A-spec. 

Why the long wait? It seems a quickie sequel wasn’t something 
Yamauchi was interested in: “Originally, GT2000 was developed to 
showcase the new technology of PlayStation 2—to serve as a unique 
extension of the past two titles, with some new tracks and cars. However, 
rTM melon -Miblatal-]miaicome(-\1-1(6) 0) gal-14) @- lee el-cel-lam-> 4el-lelnal-ialtiale manlele-e-lale 
sarele- MY CiM tal-m (creel are) (ele Amelelmel-tr-)lelamelc-\umallelal-imr-lale Mi (-Mi-1 mi (elata mice 
offer a full, new experience, enabling the product to be a stand-alone 
edition, essentially morphing it into GT3.” 

Being a year late didn’t hurt Sony’s flagship racing title one little bit, 
though. Since its release in 2001, Gran Turismo 3 has sold over 6 million 


(ore) o)(-t-aM tal-M Ol ali (cre Me) e-]<-1-M-](e)al-Me-]ae | male) -malem-l(elal-melmy(e) Viale mele) ap 


But Yamauchi and his team aren't resting on their laurels. Despite the 
massive success of G73, G74 will simply leave it in the dust. After all, 


GRAN TURISMO'A 


THE REAL DRIVING SIMULATOR 


ab 


STUFF YOU MAY NOT KNOW 


LOST TURISMO 

The four Gran Turismo titles that have come to the United 
States are far from the only furismo games out there. 
Aside from manufacturer-related one-offs used as mar- 
keting tools, there have been a series of Gran Turismo 
Concept games released in Asia and Europe. G7Ctitles 
feature concept cars displayed at both the Tokyo and 
Geneva auto shows. Alas, there are still no plans to 
release Gran Turismo Concept in the United States. 


SEGA'S GRAN TURISMO 2? 

Did you know it is possible to play Gran Turismo 20n 
Sega's Dreamcast console? Back in 2001, a company 
called Bleem (which had already released a PlayStation 
emulator for the PC and Mac), released three Bleemcast 
discs that would play Tekken 3, Metal Gear Solid, and 
Gran Turismo 2 on Sega's oddly named system. Thanks to 
an expensive legal battle with Sony, Bleem closed its 
doors soon after the final Bleemcast disc was released. 


THEIR FAVORITE GAME 

Swedish rock group the Cardigans were so enamored 
with the first Gran Turismo that they played it nonstop 
during the recording of their fourth studio album. So 
when it came time to give the record a name, they fig- 
ured Gran Turismo would be perfect. The single “My 
Favorite Game” off said album also serves as the intro 
song in the U.S. version of Gran Turismo 2. 


SHOCKING SUCCESS 

While Sony's dual analog PlayStation controller was 
already around in 1997, Gran Turismo served as the 
launching pad for the now-standard DualShock con- 
troller. Featuring rubber sticks and a rumble feature, it 
set the standard for every game controller since. 


Yamauchi is a perfectionist, and success doesn’t necessarily mean a game 
is the best it can be. “Looking back on Gran Turismo 3 A-spec, | felt that 
the overall game design was kept too simple. As a result, some players 
may have felt as if participating in races was more an obligation, a 

Vela dil<cmolgolH-t- mm A 1g CHe Mmaahvmccy-lanm-lalem Mal-\Zcmaar-le(-My(elaliilerclalt 

Tal arclareiaal-ial ecw: [aeMar-\ Ac Mla dgelele(e-cem-Mal-\ Wm) Ng(-Me)mel-lanl-) elt Va Cemclaciel es 
that players are left with a new and entertaining experience that 
continues to raise the bar for an all-new Gran Turismo experience.” 


VLLLILILLLLLLLLLLLLLLLLLILL LLL hhh 


“TFELT THAT THE OVERALL DESIGN 
OF GT3 WAS KEPT TOO SIMPLE.” 


4 


AY atom VolelleMal-\U-miglelele|nim@cl-(el alamo}: Van tal-lmm Cie-le mle gslem i ielel(e| 
become the force it is today? Its influence has extended well beyond just 
fe F-Taal-t-pur-] vem el-veve) paliale M-Mant-la.<-1¢] ale Mmcole) mco)mer-|mant-laleir-(et0le-le-m-lcelU lace min 
world. Who knew that these same manufacturers who balked at being in 
the first game would eventually solicit Sony for inclusion in each new Gran 
Turismo sequel? The GT series is one of the earliest examples of cross-cul- 
ture gaming, and Gran Turismo 4 will undoubtedly make the link between 
the videogame and racing worlds stronger than ever. « Greg Sewart 
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IAI REPLAY 


A 

if you've never installed the exclusive OPM 
SOCOM Ii maps before, here’s what you need to 
do: Insert your SOCOM II disc, select “Options” 
from the main menu, and choose “Enabled” for 
the HDD option. Exit the options sereen (be sure 
to save your changes), insert the OPM disc, and 
restart your PS2. You're now w ready if) download 
i“ HDD levels. - 


” THE BEST SNIPING SPOTS IN SEOUL, KORE: 


So you’re not an 
early adopter. 
Maybe you missed 
outonthe first | 
-roundoflevels 
through no fault of 
your own. It's OK. 
We understand. In . 
fact, we ‘ve compiled 
these maps one last 
time, justfor you. 
_ Now that half the 
world already has _ 
‘em, though, you're 
going to need some 
help. So here's our _ 
listofsome ofour | 
iechejgiicy aileice and- 
go-boom sites on 
After Hours. 


7 al- me) im cal-manley-) Mv{-1 6-1-1 4] (-m (oler-]é Le) at-molam talc ant] oy 
and it’s just steps away from the terrorists’ start 
point. Climb up the crates to get to the lower 
rooftop. From here you can access a higher 
Tall ol-molelial mo) vale lanl e)iare Melamaal-MY-ialeil-lelelamme [UlH tcp 
fo) me Com calcolelelamiat-myUiarele\ Wm lal Com tal-Mer lic] 1-11 a 
Tat:i(e(-mmvcelUM| MilateM-Mm ey-14(eMagt-] Me)ai-)e-MV/1-\ eM coma al-) 
lave) adam: ave m-t-\-) @- ale ela-1-].¢-]e)(-mudiare(e\ucm iar) 
offer a fine line of sight to the two-story parking 
garage across the street. 
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THE CYBER CAFE y 


A 


_SEAL SSTART 


«sa aMNRNNe Dei ian 


SS ES 


Bi alt-me)al-m mal-t-la Wart 
useful as the cyber 
café, but it takes a bit 
more work to get to. 
Climb the ladder in 
dalicmar-lage\var-li(chvar- Tare 
Tal t-lam dal gelelelamial= 
Wit ale lo) \am are) ie)VVa dale 
stairs and you'll come 
out on a patio with a 
fine view of the cen- 
tral street. 


Oi lTaalomelal com tal=) 

fe) E-Tal(cle-male|a) ai al->. 4mm Ce) 
Lial-Me ele) aliZ-)\Aome) Mm tal=t-1-) 
Vem (e(ssald(er-] mM elel ice llare ls 
FT ave m(el0 M1 M o]-¥-]0)(-mce) 
use the awnings to get 
vom cal-m(-1ele(-t-m tal] mala) 
across three sides of 
each building. There’s 
lave) arm (e) me) mere)/-1 am al-1 0-9 
but it never hurts to 
are cmalemallelame| cele lave p 


There are several 
other areas in the 
map that don’t really 
offer much of a van- 
itle[-meleiaimiolmiallelialep 
but they’re areas that 
laat=)Van ale) al (ele) @r-[ere-to1-) 
ble at first glance, so 
they work well as sur- 
prise tactics to mix up 
WZelblmer-lanl-s 


Three different 
entrances make the 
subway tunnels seem 
like a labyrinth, but 
they're simpler than 
they look. Check out 
the easy-to-follow 
map above! 


"THE INS AND OUTS OF TH 


y 


Things get tougher 
on Liberation. While 
there aren't as many 
hidden spots as 
there are on After 


Hours, the level’sa 


lot more complex, 
with its convoluted 
alleyways and __ 
deathtrap market- 
place. While there 
are more places to 
hide, there aren't as 
many places you 
can feel safe hiding 
in. But don’t worry. 
we've got some ge 
és : 


E@ This is a door. It opens and shuts via a 
switch on the terrorists’ side. It’s a strong 
‘aal=1¢-] melole) eam] @er- [ale ai ol-Mellel'\/amel ole) au ielcei-re| 
open. This makes it perhaps the most impor- 
e-Jal a ole}ia) mel amial-M-inldlc-Mant-| om (oll Mm \-1-mm Galt 
door effectively blocks the quickest path from 
the SEALs’ insertion point to the closer of the 
two extraction points. If the SEALs get there 
first with VIPs in tow, they stand a good 

el at-]ale-Me) Mm aat-|4iale Mimi Com agl-M-> ade-leidlolamele) als 
just around the corner. If the terrorists get 
there first to close the door—or, say, mine it— 
they will force the SEALs to escort the VIPs by 
eM aaleleiemislele-Mmd-y1e)(-Maeleit- mm ColUMIMilaleme)dil-le 
doors at FJ and E] that also aid in restrict- 
Tate Mdg(- Me) =f 0 mcm comcal-Mant-liamaey-(e mm elUl m@mal-lidai-le 
door is as effective as this one. 


MB alm celeyive) om\s-lalt-le[-m ole) [alm (om ey- lat (elbl tla nv 
useful for terrorists—it provides a good field of 
view down the main road (especially helpful if 
ZelUMAY-M 0) (ole <ce Me) i mant-laNvAelm cni-M-l|(clent-(-M oy-] tel) 


Tale m=] i (e) WV el0 Mm CoM-vii-161 €\Y.-1\ Vm le) ome] e-lar-le(-t-me le) ua) 
ital-Mmar-l(elalelelaiare m-li(-\Au-)’Z-mm ColU mer-] al] (ele (<1 are 
Soto] ol To BUT ael lan Colal-mallellare melel melt) 5 


|S Biewacery: rooftop isn’t as useful as it may 
seem. Sure, SEALs can snipe any terrorist hid- 
Tate Meleia@r-) @an(-M-> 4ec-(eele)amele)iaim@-|mcal-m-lale me) maal-) 
iger-[o Mm olU] male) m i Zitacelel meelsaliare melUl minicom tal-me)el-18) 
i Coe (ol | eam) (oymr-] olelU) mi dal-melal\vmtaliare mal icmolt-lecm(y 

fe Tolete ce) mit-m- Ma d-1a’me)o)vd(elUl-melhY/-1e-J(e] am \ 0)’ Cals) 
box-strewn warehouse underneath—that's a 
different story. 


6 Binoetickomceenats overlooking the SEALs’ 
start point would be a great place for terrorists 
to rush to if they suspect that the SEALs 
haven't moved the VIPs. It has two entrances, 
neither of which is visible from the SEALs’ start 
exe} [aiemr-]are mi aer-l all ol-Ma-t-\-10) ar-]e) \Van'i-1 | me (-yi-lale (16m 
Alternately, it can serve as a spot for SEALs to 
stash the last remaining VIP if the other two are 
killed off; it's one of the few places on the 


SEALs’ side of the map that can be decently 
fo} ge) (-1e1 re M-let-]ial-) meyal] el-1e-eme | a-lal-le(-M-Nt-(e) ome ale, 
ground incursions. 


Just off these rooms is a stairway with a 
broken railing, which allows enterprising 
campers to position themselves below the 
stairs, offering a well-hidden view of anyone 
eroyaaliare melon VaMmine)anm-]ele)\.- Mme) Mc-]aale)\VaUl-\-110] pce) 
ol -M-JU[g- Mm olUl mii mecelUi(eMel-Magl-Mellii-ie-lale-Ml am: 
heated match. 


E] Finally, in a surprising contrast to the last 
map, After Hours, Liberation sports very few 
out-of-the way sniper spots. In fact, the only 
“secret” snipe point we could find was this pal- 
try tent in the back of the balconied market- 
place. If you jump carefully onto the low stack of 
oley<-\-M am ice)t) mem a-lalemigi-lam Com ial-Mallela-imcit-le.@ 
elu mer-]am(-t-]oMelalcomial-m(-1sl eel lanlem-l cele lace m com tal-) 
oy let eur [ale Mm I(-m olgelal-Mudiigcele| mel-liale m--1-aminelan) 
below. Yay. 
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SEALS e 


You've got your work cut out for you, men. But this level isn’t unbeatable. 
Unlike Inowapi, there’s no place for a terrorist to feel completely safe from 
a well-placed grenade—even if you haven't yet penetrated the inner sanc- 
tum. Your best bet is to swing the majority of the SEAL team out into the 
river, staying well hidden behind the low walls, where you'll be untouch- 


able by all but the craftiest snipers. Head out to [Jj and FJ—try to coordi- 
‘at-] (ma tal-molt-laldiare Mey m Or MoM tal-|m@ ole) dam oy-laal-le-me [ome (oli al-] me) a(n-e 


Get as close to the inner walls as possible, taking special care to avoid the 
natural ambush point at 3 5 (You're also going to want to keep an eye 
out for mines—or terrorists—stashed in the copious undergrowth.) Once 
NolU Me -Milclar-ler-lLalcm tal-MZ-11 pe (<1 aloMU are) (cM (r-]enm Comic-lam(e)ele)iale Me] c-lar-le(sts 
Tal Com talemexelany olelUlare mss [enlelic-lar-relel-) om vceleMe-Ml1<-)\Vaa com e-)<cMolUl ar Wim (lace) 
ists this way with sheer dumb luck. Also, don’t neglect the solid snipe 
points id 10) F WZolumer-] alm a-y-(e1a lm tal-laaMa-t-l-1e)al-]e) Vale lace (<i (clei t-te mr-lale Mm Ol\- Mm dal-lea mm ce) 
ivo}-s-Me la -lar-le(-1- Mal comial-m-velelial-leam-lale me) maat-Mevolan) elelel are p 


You're also not going to want to be shy with the grenades when you 
enter the building where the bomb is planted at i: chances are good 
that every step will be mined. Climb up to the second floor and drop 
foley aminelaamtal-m er-liee)ahvaicem-\'Ze) (eM tal-MV0) 4-1 me) Ml 


TERRORISTS y 


Here’s an especially terrorist-friendly design element: If you close the 
gates at [J and [fg , the SEALs will have to either blow two sets of doors 
or try to streak across the bridge of death at E}. Even the tunnel from the 
waterline door at f=] leads to an area outside the inner sanctum at 5 Be 
Lil e=) maa} are [Mil ej om Os (eS-1- Ual-Mel-] (-\-om olel- me [U-1e0 (Mela talcm olalele(-ME-Tae Mm al-)Vc¥r-] 
sniper or two watch the three rear entry points. 


Now, any SEAL who knows his business isn’t going to try the bridge 
more than once or twice. So once you've discouraged them from 

rT 9) o)gey-leallare Manicelele| am tal-m o)e-1-(e1nMm ole) [al ary Fr. tavmaerjariare| 12 Tale mel ge) ob 
ping down to sea level; maybe you can sneak up behind the SEALs as 
they try to swing wide to the north. 


mYZelU Mm W'c- 18) mcome|-1mie-y-]1amele-1invam (ele) ar-]aele late Mm da\-M ofe)an)| eM cole)aa ir: i [=] —notice 
ato) nales-ime)mial-M-lalie-lale-t mace l0l(¢-M-M-yc-) ome (oa alcomia(-Mcole)an Mm Bar-\ 1 
means you can place a mine in such a way that it’s virtually invisible to 
Ta felal-merelanliale MiMmicelaimir-] mel ic-ve1t(e lan Vaal (-MUoMacMelem dalcM-J0] e)[-1e me) 
mines, remember that if you place a mine in the middle of a bush it’s all 
lolUi mel ave(<iccvert-]0)(-mm ColuM aat-\Var-] (rom aleli(e cM tat-lmanl-W-le-v-M of-\allale maal-Wielangs ists 
(you know, the place where the SEALs will come in 90 percent of the 
time) is very heavily covered with thick ground foliage. You.do the math. 


DSSS LOS SPI stm ag URAET Ct ester Oana ae ne ean arose a eH ME LT! SE oS pee Oe 7 - - — Te 
‘GAME PUBLISHER SCORE ISSUE) \GAME PUBLISHER SCORE ISSUE ET) | PUBLISHER SCORE ISSUE 


Sony CEA @@@@ = 87 


Killzone MLB SlugFest 20-04 Midway @@@@ = 67 NCAA GameBreaker 2003 Sony CEA @@ 61 


Kinetica Sony CEA @@@e@¢ 50 MLB SlugFest: Loaded Midway @@@¢ = 83 NCAA GameBreaker 2004 Sony CEA @@4 73 
King Arthur Konami @ 88 Mobile Light Force 2 XS Games @@@4 69 NCAA March Madness 2002 EA Sports @@@ 53 
King of Fighters 2000/2001 SNK Playmore @@4 76 Mobile Suit Gundam: Encounters in Space Bandai @ 75 NCAA March Madness 2003 EA Sports @@@ 64 
King of Fighters 2002/2003 SNK Playmore @@@@ = 88 Mobile Suit Gundam: Federation vs. Zeon Bandai @@@¢ 61 NCAA March Madness 2004 EA Sports @@@@ = 76 
King of Fighters: Maximum Impact SNK Playmore @@@ 87 Mobile Suit Gundam: Journey to Jaburo Bandai @ 48 NCAA March Madness 2005 EA Sports @@@4 88 
The King of Route 66 Sega @@@ 67 Mobile Suit Gundam: Zeonic Front Bandai @@@ 54 Need for Speed: Hot Pursuit 2 EA Games @@@@@ 62 
King’s Field: The Ancient City Agetec Mojo! Crave @@4 73 
Kingdom Hearts Square EA @@@@¢ 61 Monopoly Party Infogrames @@@ 65 Need for Speed Underground 2 EA Games @@@@@ 87 
Klonoa 2: Lunatea’s Veil Namco @@@@¢ 47 Monster 4x4: Masters of Metal Ubisoft @@4 77 Neo Contra Konami @@@4 87 
Knockout Kings 2001 EA Sports @@@@ 42 Monster Hunter Capcom @@@@ = 86 
Knockout Kings 2002 EA Sports @@@@ = =55 Monster Rancher 3 Tecmo @@@@ = 50 NFL 2K3 Sega Sports @@@@4¢ 60 
Kuon Agetec @@4 87 : Monster Rancher 4 Tecmo @@@4 75 NFL Blitz 20-02 Midway @@@ee 55 
Kya: Dark Lineage Atari @@4 76 kh hdd dhddddihes Monsters, Inc. Sony CEA @@@4¢ 55 NFL Blitz 20-03 Midway @@@4¢ 60 
La Pucelle: Tactics Mastiff @@@@ 81 MIX IT UP NFL Blitz Pro Midway Sports @@@ 74 
Le Mans 24 Hours Infogrames @@4 48 Looking for a simple Mortal Kombat: Deception Midway @@@@ 87 NFL GameDay 2001 Sony CEA @ 40 
Legacy of Kain: Defiance Eidos @@4 76 music-creation tool in MotoGP Namco @@@@® 39 NFL GameDay 2002 Sony CEA @4 53 
Legaia 2: Duel Saga Fresh Games @@@ 63 the vein of the first M7TV MotoGP2 Namco @@@@¢ 53 NFL GameDay 2003 Sony CEA @@4 61 
The Legend of Alon D’ar Ubisoft @4 54 Music Generator on MotoGP3 Namco @@@@4¢ 6/7 NFL GameDay 2004 Sony CEA @@@ 73 
Legends of Wrestling Acclaim @@4 53 PS1? Music Makeris a Motor Mayhem Infogrames @@@ 47 NFL Quarterback Club 2001 Acclaim @@4 50 
Legends of Wrestling II Acclain @@@ 65 more faithful successor MTV Music Generator 2 Codemasters @@@ 46 
Legion: The Legend of Excalibur Midway @@@ 59 than either of the MTV MTV Music Generator 3: This Is the Remix Codemasters @@@4¢ 82 NFL Street 2 EA Sports Big @@@4 89 
Lego Racers 2 Lego Media @@4 51 sequels; it's easier to MTV's Celebrity Deathmatch Gotham Games @4 76 NHL 2001 EA Sports @@@@ 38 
Leisure Suit Larry: Magna Cum Laude Vivendi Universal @@4 87 use, more streamlined, MTX: Mototrax Activision @@4 80 NHL 2002 EA Sports @@@@¢ 50 
Lemony Snicket's A Series of Unfortunate Events Activision @@ 89 and generally more The Mummy Returns Universal @4 52 NHL 2003 EA Sports @@@¢ = G3 
Lethal Skies Sammy @@@ 58 intuitive. Music Maker Magix @@@@ 69 NHL 2004 EA Sports @@@@ = 73 
Lethal Skies II Sammy @@@¢ = 74 MVP Baseball 2003 EA Sports @@@¢ = 67 NHL 2005 EA Sports @@@¢ = 85 
Looney Tunes: Back in Action EA Games @ 76 MVP Baseball 2004 EA Sports @@@@4¢ 80 NHL 2K3 Sega Sports @@@@@ 64 
The Lord of the Rings: The Fellowship of the Ring Black Labe| @@@4 63 MX 2002 Featuring Ricky Carmichael THO @@@O8 47 NHL FaceOff 2001 Sony CEA @@@4 43 
# The Lord of the Rings: The Return of the King EA Games @@@@@ 75 MX Rider Infogrames @@@4 52 NHL FaceOff 2003 Sony CEA @@ 64 
The Lord of the Rings: The Third Age EAGames @®@ 88 MX Superfly Featuring Ricky Carmichael THO @@@4 59 NHL Hitz 20-02 Midway @@@@ 5] 
The Lord of the Rings: The Two Towers EA Games @@@@¢ 63 My Street Sony CEA @@@ 67 NHL Hitz 20-03 Midway @@@@¢ 62 
Lowrider Jaleco @4 77 Myst III: Exile Ubisoft @@@¢ § §3 NHL Hitz Pro Midway @@@®@ 73 
Lupin the 3rd: Treasure of the Sorcerer King Bandai @@@¢ 78 Mystic Heroes Koei @@4¢ 64 Nick Toons: Movin’ THO @@@ 88 
Mace Griffin Bounty Hunter Vivendi Universal @@ 71 MX Unleashed THO eee Nightmare of Druaga Namco @®@ 87 
Mad Maestro! Eidos/Fresh @@®@ 56 Namco Museum Namco @@@4¢ Ninja Assault Namco @@¢ 61 
Madden NFL 2001 EA Sports @@@@¢ 38 NASCAR 2001 EA Sports @@4 40 No One Lives Forever Sierra @@@4 56 
Madden NFL 2002 EA Sports @@@@¢ 48 NASCAR 2005: Chase for the Cup EA Sports @@@@@ 85 Okage: Shadow King Sony CEA @@@ 51 
Madden NFL 2003 EA Sports @@@@@ 60 NASCAR Heat Infogrames @@@@ 47 Oni Rockstar @4 43 
Madden NFL 2004 EA Sports @@@@@ 72 NASCAR Thunder 2002 EA Sports @@@@4¢ 5) Onimusha: Warlords Capcom @@@@ 43 
Madden NFL 2005 EA Sports @@@@¢ 83 NASCAR Thunder 2003 EA Sports @@@@¢ 62 Onimusha 2: Samurai’s Destiny Capcom @@@@ 60 
Mafia Gathering @@@¢ 79 NASCAR Thunder 2004 EA Sports @@@@@ 73 Onimusha 3: Demon Siege Capcom @@@@¢ 8] 
Magic Pengel: The Quest for Color Agetec @@@@ 69 NASCAR: Dirt to Daytona Infogrames @@@4d = G3 Orphen: Scion of Sorcery Activision @@@ 39 
Malice Mud Duck @@4 84 Naval Ops: Warship Gunner Koei @@@ 71 Outlaw Golf 2 Global Star @4 88 
Manhunt Rockstar @@@¢ 76 Pac-Man Fever Namco @@ 60 
The Mark of Kri Sony CEA @@@ 59 NBA 2K3 Sega Sports @@@@®@ 63 Pac-Man World 2 Namco @@@@¢ 54 
Marvel vs. Capcom 2 Capcom @@@@ 61 NBA Ballers Midway Sports @@@@ = 80 PaRappa the Rapper 2 Sony CEA @@@4¢ 53 
Mat Hoffman's Pro BMX 2 Activision @@@@ = 60 NBA Hoopz Midway @@@ 44 Paris-Dakar Rally Acclaim @®@ 53 
NBA Jam 2004 Acclaim @@¢ = 75 MMMPhantom Brave NIS America @@@@4 85 
Max Payne 2: The Fall of Max Payne Rockstar @@@¢€ 77 NBA Live 2001 EA Sports @@®@ 42 Pirates: The Legend of Black Kat EAGames @@@4¢ = 55 
Maximo: Ghosts to Glory Capcom @@e¢« 54 NBA Live 2002 EA Sports @@4 51 Pitfall: The Lost Expedition Activision @@ 80 
Maximo vs. Army of Zin Capcom @@@@ 77 NBA Live 2003 EA Sports @@@®@ = 63 The Polar Express THO @@@ 88 
McFarlane’s Evil Prophecy Konami 4 84 ; NBA Live 2004 EA Sports @@@@¢ 75 Pool Paradise Ignition @@@4¢ 83 
MDK2 Armageddon Interplay @@@4 45 Lhikiithikehe NBA Live 2005 EA Sports @@@@ = 86 Portal Runner 3D0 @@ 50 
Medal of Honor: Frontline EA Games @@@@@ 58 STREET SMARTS Want to out-jump the best that the NBA has to offer? Unlimited Power Drome Mud Duck @ 84 
Check out page 94 for air is just a code entry away. While you're at it, enter codes to Power Rangers: Dino Thunder THO @@ 88 
Mega Man Anniversary Collection Capcom @@@¢ = 83 our review of NBA Street unlock 50,000 dynasty points and all classic hardwood jerseys. The Powerpuff Girls: Relish Rampage Bam @@ 65 
Mega Man X: Command Mission Capcom @@@4¢ = 8 V3. Seriously, check it Enter the following codes at the NBA Live Codes menu: Pride FC THO @@@@ = = 65 
Mega Man X7 Capcom @@@¢ 8 74 out. Why are you still YISS55CZOE 50,000 dynasty points Primal Sony CEA @@@@~ 68 


Mega Man X8 Capcom @@@ 88 
Men in Black II: Alien Escape Infogrames @@4 60 
Mercenaries LucasArts @@@@¢ 89 ing games and half the 

Metal Arms: Glitch in the System Vivendi Universal @@@@ 75 country sets its kitchens 
Metal Gear Solid 2: Sons of Liberty Konami @@@@@ 51 on fire; tell people to flip 
Metal Gear Solid 2: Substance Konami @@@@@ 67 


reading this? Geez, make 
a joke about microwav- 


XVLJD9895 Unlimited air Prince of Persia: The Sands of Time Ubisoft @@@@e@ 75 
PRY|234N0B All classic hardwood jerseys Prince of Persia: Warrior Within Ubisoft @@@@ 88 
NBA ShootOut 2001 Sony CEA @@4 44 Pro Race Driver Codemasters @@@@4¢ 65 
NBA ShootOut 2003 Sony CEA @@@ 63 Project Eden Eidos @@@¢ = 52 

NBA ShootOut 2004 Sony CEA @@@ 75 Pryzm Chapter One: The Dark Unicorn TDK Mediactive @@4 60 


back a few pages and NBA Starting Five Konami @@4 63 Psi-Ops: The Mindgate Conspiracy Midway @@@@¢ 82 
Metal Gear Solid 3: Snake Eater Konami @@@@@ 88 they just sit there. NBA Street EA Sports Big @@@@@ 47 P.T.0. IV Koei @@@ 66 


Metropolismania Natsume @@@ 61 NBA Street Vol. 2 EA Sports Big @@@@@ 68 Q-Ball Billiards Master Take-Two @@@¢ = 40 
Midnight Club Rockstar @@@@ 39 NCAA College Basketball 2K3 Sega Sports @@@@ Quake III Revolution EA Games @@@@¢ 44 


% Midnight Club Ii Rockstar @@@@@ 67 NCAA College Football 2K3 Sega Sports @@4 60 R: Racing Evolution Namco @@@@ 76 
Midway Arcade Treasures Midway @@@¢ = §=76 NCAA Final Four 2001 : Sony CEA @ 4] R-Type Final Eidos/Fresh Games @@@®@ = 78 
Midway Arcade Treasures 2 Midway @@@@ = 87 NCAA Final Four 2002 Sony CEA @4 52 Rally Fusion: Race of Champions Activision @@@ 64 
Mike Tyson Heavyweight Boxing Codemasters @ 58 NCAA Final Four 2003 Sony CEA @@4 64 Rapala Pro Fishing Activision @@4 85 
Minority Report Activision @@4 65 NCAA Final Four 2004 Sony CEA @@ 76 Ratchet & Clank Sony CEA @@@@®@ 63 


Mission: Impossible—Operation Surma Atari @®@ 77 NCAA Football 2002 EA Sports @@@@¢ 48 BRB E GS Ser eu mee Sony CEA @@@@@ 75 
Mister Mosquito Eidos/Fresh @@@4¢ = 56 NCAA Football 2003 EA Sports @@@@®@ 60 Ratchet & Clank: Up Your Arsenal Sony CEA @@@@@ 387 
MLB 2004 Sony CEA @@@ 67 NCAA Football 2004 EA Sports @@@@@ 71 Nothing enhances your gaming experience like an alternate cos- 
MLB 2005 Sony CEA @@@¢ ~— 80 NCAA Football 2005 EA Sports @@@@¢ 83 tume for the game's hero, right? The following codes will give 
MLB SlugFest 20-03 Midway NCAA GameBreaker 2001 Sony CEA @4¢ 4] you both an alternate costume and an enhanced laser sword. 
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" THE COVER BOYS OF NFL STREET 2 TA 


ba i i / 

wif] 
Musicians and athletes tend to mix primarily at parties, but NFL Street 2 
has them mixing on the cover of EA Big’s latest urban football experi- 
ence. New York Giants tight end Jeremy Shockey co-covers with Pimp 


My Ride’s Xzibit. We caught up with the pair to talk EA and NFL in NYC. 


OPM What's it mean to be on Street 2s cover? 

XZIBIT It’s an honor, man—a compliment to be recognized, to be 
i¢-] 0) ole CoM ol-Melamial-Meve)\-] me) M10 (a -melc-1-1t(e](el0l-mel-lan\-Mim Mal-t1>el-] eal 

rere} aal-melelar-laremelom-lcelelacemaa(-myi(e)a(e Mmm lel el-Mdal-Mr-[e-Me) Mm tal-] em ia(-m ele - me) | 
itat-] Om) (-1-1 (Me [elele Mi Col ol-Mee)galaal-lale(-10 M 

JEREMY SHOCKEY Hundreds of thousands of kids will be playing this 
game. It's definitely exciting to be on the cover. | could never imagine 
‘ol-iialeM-Miltd(-m <(eME-lale) mel-iialeMelemtni-mee)-]melm- Mle l-leler-lanl-m 


| OPM What jersey did you wear when you were playing as a kid? 
™ JS Didn't have no jerseys back then. 
1 X Jerseys! Ha. We couldn't afford jerseys. 
a JS But if | had a jersey, it’d probably be Bo Jackson. He was a play- 


maker. Whatever he did changed the game. 


we OPM Madden's so big. How are you going to get them away from it to 


re) F- Wan ele | mrel-lanl=¥4 

Shwe Mallomel-lanl-mm cole mer-lame(om-lanvaealiare m zee 7-18) comme lan) oMey imu 7-)| ome la 
stuff you can’t do in Madden. 

X It's fun like NBA Street 2, where you can do dunks and things you 


“+ can't do in a regulation game. So it gives you an alternative to Madden. 


OPM Any game-related anecdotes? 

SLM am calom (ole) <-imcolelsnmm lam ce-lialiare mer-lan) OM cal-1 MMU Ual-lam\ZelUm e)t-\Vmnalel-1 me) 
Vfolel ame f-lanl-1-em me (-i@-M-l0le|amell) mem | m com -\-Male\ me) o\\-1@ ol-le)e)(-me(-1 mi vali 
they lose a game or to see how much money got bet. There’ve been 
fel=te) e}(oMYVclLdiare m= NCW ANU ZUAM Cglelel-r-lale (oe lare Mm tglelUtcr-lale\-me) mele) |f-lecm-litcl amie) 


m or 20 or 30 minutes of time. It’s our competitive nature on and off the 


sil field. These athletes in camp bet cars, necklaces, watches. It’s pretty 
“mm hardcore. 


ses 
vel see 8 


X Ha, I'd like to be in the NFL. 


OPM Give us some players from your NFL Street 2 dream team. 
Lon I(etat-\-1 mA ler an 010] (0 ol-M- We lelele Mer-lalel(el-](-Mie)mtat-|me)al-® 

X I'd take McNair. 

JS Receivers, I'd take Terrell Owens. 

X Man, you takin’ all the good players. I'll take Lenny Kravitz. 
bom et] <- Ol ar-le MN Le) al alcve)apmeve) anl-1e) a1 al-] GoM e-T-] Molec ele) «clan 


OPM So guys like you, basically? 

bodes lo} aal-l elele amVValen-melel[ale mi com-rele)c-M-lale mM (-im@tal-Melce)) em dale) val ome tele] || 
folUidm--J(e]amelam ole) @-me-11mo)ilelal-Mlam tal-meel-]| ele)-j em | ame lelele Mi colmaal-Mey-laal- 
Tare me(s1ilaricci Name (elele ie] miA\ mg Mitel 21-8 

X Gotta love that. I’d take Li’l John, ‘cause he’s low to the ground. 


Ul ltsddllldildddddjlisddlidiiliddddddiésés 
“THE ATHLETES IN CAMP BET 


CARS, NECKLACES, WATCHES.” © 


JS What about Suge Knight? He used to play ball. 
X Yeah! Put some excitement in the game. 


OPM So nowadays Maylay’s in GTA, there’s Def Jam Fight for NY. Do 
WZelUmialial @dal-Mallemace)emialivr(elamiamel-laal--M (ome le)i gre miomeelaliialel-¥4 

X | think the music is definitely a big part of games now. Sports, 
videogames, and music are all tied in together—it’s the same audi- 
ence. And it just so happens that it can be packaged into the perfect 
games, and the marriage works. It works for the games and for the 
artists. The exposure all the way around is great. 


10] 5 \"/ Molo elem ay Vem-le-miela clare melam-lale-1 | olU [an cole|-1tatcl amare] aie 

X [Laughs] You didn’t know? 

SiMe n(-4-oe-(e1 CUE] \vamecel ine Micon e)t-\Vacelmanl-MCl-10) com-lalem Manmele)iale mi com el-Minl-) 
artist. 

X No, no. | actually like the way my stuff works. It'll be one play and 
Manele) mice) mre lelele ma < Gu lele(emP4 bla] (¢/-) 


www.iUP.com | 9 


IAI REPLAY 


| 


: 
[= 
af 
@) 
QO. 
(@) 
c 
© 
= 


Jilele emer: \ViVere| ge) e)el-(emmer-lillaremigi-lale\-m-lale| 
re) ol-taliale Mulia my atiom cele d(elelialeman(-Tam 

VAViidame-lam-lalarelelace:iaat-la)m@tal-lm@-)delalalclem tals 
Sports Guy, Electronic Arts has signed a five- 
year deal with the NFL that gives Madden exclu- 
sive rights to all NFL players and teams. Exclu- 
sive. Meaning that no other football game 
outside of EA‘s will feature licensed players. 

Which ultimately means: Sayonara, ESPN 
NFL 2K6. Most recently, the series was viewed 
as a fantastic alternative to the Madden market- 
Tate Mante)arci (clam 510) Male) Wa ato) ad \ MoM [dt(>m(ole)doy-1| mer-laats) 
that could, which made its mark with a wallet- 
friendly $20 price tag, is now simply the little 
cele) tey-]mer-lant-miar-|m\(e])amm el-M-)i(e)\UU-le mi con 

What's happened here is that EA has daringly 
F-Tale Male me(ol0|e)am-> 40l-1al-1hV-1\\A me g-t-] (cle M--) ole) ak 
‘aatelare) ele) Amialuicladialemtal-m ole)(-lalit-] me) m@-la\vmere) an) o\-m 
tition. This is a bad thing. | love EA Sports 
games, with their sharp looks and iterative 


| ’ 7 : 7 
Biren 


PUBLISHER SCOR 


Sweet! To use these codes, first pause the game. 


Double-bladed laser sword 


Circle, Square, Circle, Square, Up, Down, Left, Left 


Change Quark’s outfit 


1 ) Y Ss 41 ) 1h 
When Sam Kennedy 


( 


reviewed Shinobi for 


Up, Up, Down, Down, Left, Right, Circle, Circle, Square OPM. he dubbed the 


ITO} 
Rayman 3: Hoodlum Havoc 
Rayman Arena 
RC Revenge Pro 


Ready 2 Rumble Boxing Round 2 


Real Pool 


Ubisoft @@@@e@ 47 | game one of the mos! 


Ubisoft frustrating experiences 

Ubisoft 
Acclaim Mr. Dirty Mouth). What's 
Midway 


1 7: +r ati f ny) ") 19 SA, 
Frustrating Game? Send 


Infogrames 


1 
ever (and we dubbed him | 


your nomination for Most | 


uh @)3) B48) \'| (c7-¥ 
is a former OPM staffer turned freelance writer. If you have 
want a prediction, or just 


a question about sports games, 


disagree, mail him at thesportsguy@ziffdavis.com. 


feature sets. And Madden is inarguably the most 
(oxo) aa) e)(-i¢- Mj ole) atmer-lpal-Mel-liale mant-le(cMale|aimale\ iva 
But my guess is that the tight-lipped populace at 
a Tlelelce)amyielel(om-r-\vatal-)m@eelanlel-1tlare my itam tals 
ESPN NFL 2K series has been a very good thing. 
| even believe ESPN NFL's marketplace presence 
has ensured Madden's success. 

The ickiest part about this rich-get-richer deal 
is that it doesn’t seem like a necessary move for 
it a(-m 7am ole) -1aglelel-\-Mm ol) milalc)cct-lem-Mel-laal-t-laliare| 
rJ aTo)V ae) milat-laceit-]micelcercmm he) melal mellem //-[¢(6/-6] 
outsell and outearn ESPN (even while selling for 
v5 10 gale) e>) pm ol0i ml =the) od \ MAYA Le (cloler-lanl-1-mel (el am m-\VZ-18) 
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$560 million to use the NFL shield on its 
'e) cole [0 le] team Mallow Bl-le1-1pn]e\-1mm ey: \Ve)imicelaam AMEr-lale 
Mane) e\-(e10lt-lelare Mm al-1a-mmevele] (eM el-mele-t-]\-lmidar-|amtalot1-) 
previous deals when you factor in Madden's 
Talaler-]melgeyiit-lelifiavAm A dalek-mel-lallalemtgl-m-e-lalo1 
with NFL commish Paul Tagliabue? Gordon 
'CT=) Comm alls) elcisiale Mam C1 ¢-1210 Ml [ome [olele mare 

The ultimate question: How will this affect the 
Madden franchise? Poorly. Why would a profit- 
driven, publicly owned entertainment empire 
rj ol Jae maalele-manlelal-\"amial-lam| mar-l-m coral lame lelolemr-livarg 
OT alll <<) vam Oxolal-jre(-1am dat-lmelam\\i(cit-(eigt(emece) eam 7 /-16c 
den scored around 95 every year that ESPN NFL 


LK LE 


HAS ENSURED MADDEN'S SUCCESS., 


expect their football effort to be a positive in 
terms of the companies’ bottom lines this year 
or next. Was ESPN's slim market share that 
threatening? 

Consider the outlandish cost of such a deal, 
Fave melace(-1e-)e-]alemagr-| mi mecelel(em-leter-]i mel ahZ- Me] e) 
idgl-meies-) me) mi //-[e/e/-Jemal->4anvi-t-] mele] el ale Mele- Vaca Ul) 
italia) @r-]elele] male) mial-m (eM 0am M-1-[e10(-M al-l-m le) e) e\-16| 
up money this year. January: $400 million from 
Visa for six years. February: $500 million from 
Gatorade for eight years. In March, PepsiCo paid 
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Ubisoft 
Robot Alchemic Drive Enix 

TDK 
Kemco 


Rocky Legends 


Romance of the Three Kingdoms VII Koei 
Romance of the Three Kingdoms VIII Koel 
RPG Maker 2 
RTX Red Rock 


Agetec 
LucasArts 
EA Sports 
EA Sports 
EA Games 


Red Card Soccer 20-03 

Red Dead Revolver 

Red Faction 

Red Faction II 

Reel Fishing III 

Reign of Fire 

Resident Evil Code: Veronica 
Resident Evil: Dead Aim 
Resident Evil Outbreak 

Return to Castle Wolfenstein: OR 
Rez 

Ribbit King 

Ridge Racer V 

Riding Spirits - 


[Rise toHonor 
¥ Risk: Global Domination 
RLH: Run Like Hell 


Robin Hood: Defender of the Crown 
Robotech: Invasion 
Rocky 
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Midway 
Rockstar 


Activision 
Sega 
Bandal 
Namco 
Bam 
Konami 
Sony CEA 
Atari 
Interplay 
Midway 
Conspiracy 
Capcom 
Global Star 
Ubisoft 


us an e-mail at 


< 7i\ <> t£-1 oy 
oOpm@zittdavis.com. 


Rumble Roses 

Rune: Viking Warlord 

Rygar: The Legendary Adventure 
Salt Lake 2002 

Samurai Jack: The Shadow of Aku 
Samurai Warriors 

Samurai Warriors: Xtreme Legends 
Saturday Night Speedway 

Savage Skies 

Scaler 

Scooby-Doo! Mystery Mayhem 

| Scooby-Doo! Night of 100 Frights 


The Scorpion King: Rise of the Akkadian Universal | 


SD Gundam Force: Showdown! 
Second Sight 

Secret Weapons Over Normandy 
Seek and Destroy 

Sega Bass Fishing Duel 

Sega Soccer Slam 

Sega Sports Tennis 

Sega Superstars 

# Serious Sam: Next Encounter 
Seven Samurai 20XX 


Konami 
Take-Two 
Tecmo 
Eidos 
Sega 
Koei/EA 
Koei 

Atari 
Bam 
Global Star 
THO 


Bandai 


Codemasters 


LucasArts 
Conspiracy 
sega 

Sega Sports 
Sega Sports 
Sega 
Global Star 
Sammy 


was a realistic threat, but this year—after brutally 
pounding ESPN in sales and ultimately eliminat- 
ing it (until ESPN's price dropped)—Madden 
slipped to a 91. When there was no serious com- 
petition on PS2 right after the system launched, 
Madden's feature set was way more limited than 
in seasons when ESPN NFL was around. | know 
Madden will continue to wow—of course it 
will—but we'll never know what could've been, 
what massive strides EA would've taken out of 
fear of slipping behind ESPN NFL. «€ 


PUBLISHER 


Shadow Hearts 
Shadow Hearts: Covenant 


Midway @@@e@e 
Midway @@@@ 
Konami @@@4¢ 
Capcom @@@@ 
Acclain @®@ 
Konami @@4 
Activision @@4¢ 
Activision @@4¢ 
Eidos @@ 


Shadow of Destiny 
Shadow of Rome 


Shadow Man: 2econd Coming 
Shaman King: Power of Spirit 
Shark Tale 

Shaun Palmer's Pro Snowboarder 
ShellShock: Nam ‘67 


codes we have for Shel/Shock: Nam ‘67. Now you can rewrite 
history as your choice of Rambo or Jimi Hendrix. Just say no! 
Enter these codes at the Title screen to get their effects: 
Acid-trip mode 

Up, R2, Circle, Left, Triangle, Square, L2, L1, Circle, R1 

God mode 

R3, L3, Right, Left, L1, R1, R3, L3, Right, Left, L1, R1 

Infinite ammo 

R2, Ri, Triangle, L2, L1, Up, R2, R1, Triangle, L2, L1, Up 

Shifters 3D0 @ 

Shin Megami Tensei: Nocturne 
Shinobi 

Showdown: Legends of Wrestling 


Sega @@@4 
Acclaim @4 
EA Sports Big @@@4 
Activision @@@4 
TDK Mediactive @@¢ 
Sony CEA @@@ 
Konami 
Konami 
Silent Hill 4: The Room Konami 


Silent Line: Armored Core 


Agetec 
Silent Scope Konami 
Silent Scope 2 Konami 


Silent Scope 3 Konami 


Atlus @@@@4¢ 


57 | 
89 | 
88 | 
52 | 
85 


Unlimited ammo, god mode, and even an acid-trip mode are the | 


PUBLISHER SCORE ISSUE) 


GAME PUBLISHER SCORE ISSUE | PUBLISHER SCORE ISSUE} 


Silpheed: The Lost Planet Working Designs @@@4¢ 40 
The Simpsons: Hit & Run Vivendi Universal @@@@ 72 


The Simpsons: Road Rage EA Games @@® 52 


Under the Skin Capcom @@@4¢ 86 
Unison Tecmo @@@4 44 
Unlimited Saga Square Enix @@ 70 


Suikoden IV Konami @@@ 89 
Summer Heat Beach Volleyball Acclaim @@@4 72 
THO @@@ 39 


Summoner 
Summoner 2 THO @@@4 62 


The Simpsons Skateboarding EAGames @4 64 Unreal Tournament Infogrames @@4 40 
The Sims EAGames @@@@ = = 65 Sunny Garcia Surfing Ubisoft @@@¢ = 5] The Urbz: Sims in the City EAGames @@@¢ =. 88 
The Sims: Bustin’ Out EAGames @@@@¢ 76 Super Bust-A-Move Acclaim @@® 4] V-Rally 3 Infogrames @@@@d 64 
Sitting Ducks Hip Interactive @@@ 88 Super Bust-A-Move 2 Ubisoft @@@4¢ 63 Vampire Night Namco @@4 52 
Sky Gunner Atlus @@@4 58 Super Trucks Racing XS Games @4 76 Van Helsing Vivendi Universal @@@4¢ 82 
Sky Odyssey Activision @@@ 40 Supercar Street Challenge Activision @@4 52 Acclaim 
Sled Storm EA Sports Big @@@4 55 Superman: Shadow of Apokolips Atari @@@4 63 Victorious Boxers Empire @@@4 51 
Surfing H30 Rockstar @®@ 40 Vietcong: Purple Haze Global Star @¢ 88 


‘Shiki hhhhilhh, 


Sly 2: Band of Thieves Sony CEA @@@@@ 86 BRBSWAT: Global Strike Team Sierra @@@ 74 Viewtiful Joe Capcom @@@@¢ 85 


The best thieves know how to leave the scene in a hurry. Enter Swing Away Golf EA Games @@@ 38 COASTER CRAZY Viewtiful Joe 2 Capcom @@@@ = 88 
the code provided to put a little pep in Sly’s step. Enter this code Syphon Filter: The Omega Strain Sony CEA @@@ 81 Here's yet another Virtua Fighter 4 é Sega eeece 55 
by pressing Start and then pressing the following keys: Taiko: Drum Master Namco @@@@~ 87 lesser-known Sims-style Virtua Fighter 4: Evolution ececeee 72 


Left, Left, Down, Right, Left, Right Unlocks time gadget Tak and the Power of Juju THO @ee¢ 75 management game: 
Smash Cars Metro3D @@@¢ = 7] Tak 2: The Staff of Dreams THO @@@4 = 88 Theme Park Roller 
Namco @@@¢ 56 MM Tarzan: Untamed Ubisoft @@@¢ 52 Coaster. \f you're looking 
Smash Court Tennis: Pro Tournament 2 Namco @@@@® 82 Taz: Wanted Infogrames @@@¢ = 60 for a more exciting god 


Smuggler's Run at ae Tes Bee |eenage Mutant Ninja Turtles Konami @@4 75 game, though, check out 


Smuggler’s Run 2: Hostile Territory Rockstar @@@@¢ 52 Teenage Mutant Ninja Turtles 2 Konami @ 86 Jurassic Park: Operation 


Soccer America: International Cup Hot-B @@ 48 Tekken 4 Namco @@@¢ = 61 Genesis. It's a theme- 


Soccer Mania EA/Lego @@@4¢ = 59 Tekken Tag Tournament Namco @@@e¢ 39 park sim with rampaging 


4 SOCOM: U.S. Navy SEALs Sony CEA @@@@@ 60 Mastiff @@@ 89 dinosaurs. Yeah! 


*# SOCOM Ii: U.S. Navy SEALs Sony CEA @@@@@ 75 Tenchu: Wrath of Heaven Activision @@®@ 67 
Soldier of Fortune Majesco @@®@ 52 Atari @@4 63 
Sonic Heroes Sega @@ 77 Terminator 3: Rise of the Machines Atari @4 77 Wheel of Fortune Atari 
Sonic Mega Collection Sega @@®@ 88 Terminator 3: The Redemption Atari @@@¢ = 86 Eidos @@@¢ = =76 
Soul Calibur Il Namco @@@@@ 72 Test Drive Infogrames @@@4 58 Vivendi Universal 


Virtua Quest Sega @@ 89 
Virtual on Marz Sega @@ 76 
Wakeboarding Unleashed Activision @@@@¢ 70 
Wallace & Gromit in Project Zoo Bam @@@ 74 
War Jetz 3D0 ee 48 
War of the Monsters Sony CEA @@@@@ 64 

Warhammer 40,000: Fire Warrior THO @@4 74 
Warriors of Might & Magic 3D0 @e4 44 
Wave Rally Eidos @4 53 
Way of the Samurai Bam @@@4 59 
Way of the Samurai 2 Capcom @@@ 82 


Smash Court Tennis: Pro Tournament 


Technic Beat 


The Terminator: Dawn of Fate 


Soul Reaver 2 Eidos @@®@ 52 Test Drive Off-Road: Wide Open Infogrames @@®@ 48 Konami @ 65 
Space Channel 5 Special Edition Sega @@@¢ 875 Test Drive: Eve of Destruction Atari @@@@ = §=85 Sony CEA @@@¢ = G2 
Space Race Infogrames @@4 59 Tetris Worlds THO 57 Interplay @@@ 39 
Spawn Armageddon Namco @4 76 Theme Park Roller Coaster EA Games @@@@ = 4} Koei @@@@ 43 
Speed Kings Acclain @@@@ = 70 The Thing Universal @@@ 62 Bam 
Sphinx and the Cursed Mummy THO @@@¢ = =75 Thunderstrike: Operation Phoenix Eidos @4 52 Atlus 


Spider-Man Activision 

Spider-Man 2 Activision @@@¢ = 84 
Splashdown Infogrames @@@®@ = 52 
Splashdown: Rides Gone Wild THO @@@@@ 72 
SpongeBob SquarePants: Battle for Bikini Bottom THO @@@@¢ 75 
SpongeBob SquarePants: The Movie THO @@@@4¢ 87 
Spy Fiction Sammy @®@ 85 


SpyHunter Midway @@@@¢ 50 


Tiger Woods PGA Tour 2001 EA Sports @@®@ 44 
Tiger Woods PGA Tour 2002 EA Sports @@@@ 55 

Tiger Woods PGA Tour 2003 EA Sports @@@@¢ = §3 
B ¢ Tiger Woods PGA Tour 2004 EA Sports @@@@@ 73 
Tiger Woods PGA Tour 2005 EA Sports @@@@¢ 86 
Namco @@@® 49 
Namco @@@@¢ 74 
Time Crisis: Crisis Zone Namco @@@4 86 


Woody Woodpecker: Buzz Buzzard Park DreamCatcher @@®@ 57 

World Championship Pool 2004 Jaleco @@@4¢ = 76 
World Destruction League: Thunder Tanks 3D0 @@@ 42 
World of Outlaws: Sprint Cars Infogrames @@@@ = 55 
World Series Baseball 2K3 Sega Sports @@@@ == 67 
World Soccer: Winning Eleven 6 Int'l Konami @@@@@ 67 
World Soccer: Winning Eleven 7 Int’! Konami @@@@@ 78 
World Tour Soccer 2002 Sony CEA @@@@ = 53 


Time Crisis 2 


Time Crisis 3 


SpyHunter 2 Midway @@@ 76 TimeSplitters Eidos @@@@@ 39 World Tour Soccer 2003 Sony CEA @@@@ == 65 
Spyro: Enter the Dragonfly Vivendi Universal @@@ 64 TimeSplitters 2 Eidos @@@@®@ 63 World Tour Soccer 2004 Sony CEA @@@ 80 


Spyro: A Hero's Tail Vivendi Universal @@ 87 TOCA Race Driver 2 Codemasters @@@®@ 86 


SRS: Street Racing Syndicate Namco @@® 64 Tokyo Xtreme Racer 3 Crave @@ 76 
Tokyo Xtreme Racer Zero Crave @@4 45 Wreckless: The Yakuza Missions Activision 
SSX Tricky EA Sports Big @@@@@ 52 Tom Clancy's Ghost Recon Ubisoft 65 WTA Tour Tennis Konami @ 57 
ALL: EA Sports Big @@@@@ 74 ¥ Tom Clancy's Ghost Recon: Jungle Storm Ubisoft WWE Crush Hour THO 


Star Ocean: Till the End of Time Square Enix @@@@ 84 Ubisoft @@@@ 80 Ab htt ttttstt ‘WWE SmackDown! Here Comes the Pain THO @@@¢ 76. 
Star Trek: Shattered Universe TDK @@ 75 fim Tom Clancy's Splinter Cell Ubisoft @@@@d 68 
Star Trek Voyager: Elite Force Majesco @@4 53 VEHICULAR WWE SmackDown! Shut Your Mouth THO @@4 | 
Star Wars Battlefront LucasArts @@@@4 86 MANSLAUGHTER WWE SmackDown! vs. Raw THO @@@4¢ = 88 


OPM leads to codes. Codes lead to cheating. Cheating leads to 4 Tony Hawk's Pro Skater 3 Activision @@@@@ 51 Originally, you could only X Squad EAGames @@@4¢ 38 


the dark side. The allure to cheat is something all Jedi face. # Tony Hawk's Pro Skater 4 Activision @@@@@ 63 get Twisted Metal: Black The X-Files: Resist or Serve Vivendi Universal @@4 81 


However, be strong. Do not give in to the dark side. Do not use 4 Tony Hawk's Underground Activision Online by mailing in a cer- X-Men Legends Activision @@@@ = 87 
Tony Hawk's Underground 2 Activision @@@@4¢ = 87 tificate included with your X-Men: Next Dimension Activision @@@ 64 
Top Angler Xicat @@@¢ = 57 Network Adapter. Now X2: Wolverine’s Revenge Activision @@®@ 69 
Top Gear Dare Devil Kemco @@@¢ = 4] the game is packaged Xenosaga: Episode 1—Der Wille Zur MachtNamco @@@@ = 66 
Titus with the Greatest Hits ver- XGRA: Extreme-G Racing Association Acclaim @@@@¢ 74 
Total Immersion Racing Empire @ 66 sion of TMB, so if you're XIII Ubisoft @@@¢ 75 
formers Atari @@@¢ = 8] dying for online car com- Yanya Caballista: City Skater Koei @@@¢ 8 49 
Transworld Surf Infogrames @@@4 57 bat, check it out. Yu-Gi-Oh! The Duelists of the Roses Konami @@4 67 
Tribes: Aerial Assault Sierra @@@4 62 Yu-Gi-Oh! Capsule Monster Coliseum Konami @@@ 88 
Triple Play 2002 EA Sports @® 55 Yu Yu Hakusho: Dark Tournament Atari @@4 88 
Starsky & Hutch Gotham Games @®@ 74 Triple Play Baseball EA Sports @@ 45 Zapper Infogrames @@4 64 
Trivial Pursuit: Unhinged Atari ZOE: Zone of the Enders 
Stitch: Experiment 626 Sony CEA @@4 59 True Crime: Streets of L.A. Activision Zone of the Enders: The 2nd Runner 
Street Fighter Anniversary Collection Capcom @@@@ 8 84 Tsugunai: Atonement Atlus @@® 53 
Street Fighter EX 3 Capcom @@@4 39 Turok: Evolution Acclaim @4 62 
Street Hoops Activision @@@¢ 60 Twisted Metal: Black Sony CEA @@@@@ 47 GET YOUR GAME REVIEW PRINTED 
Stretch Panic Conspiracy @@@¢ 47 Twisted Metal: Black Online Sony CEA @@@@ 61 lf you'd like to write a review for a recent game and see 


Wrath Unleashed LucasArts @4 78 
WRC: World Rally Championship Bam @@@@@ 57 


Tom Clancy's Rainbow Six 3 


this code to unlock all planets. 


Go to the Planet Selection screen and enter Square, Circle, 


Square, Circle. 
Star Wars: The Clone Wars LucasArts @@@ 65 
Star Wars Super Bombad Racing LucasArts @® 45 
Star Wars Jedi Starfighter LucasArts @@@4 56 
Star Wars Racer Revenge LucasArts @@@@¢ 55 
Star Wars Starfighter LucasArts @@@@¢ 43 


un: Combat Zones 


Konami 


Konami 


Strike Force Bowling Crave @4 82 Ty the Tasmanian Tiger EA Games @@@ 62 it in print in an internationally distributed magazine, 
Stuntman Infogrames/Atari @@@ Lt: am Ty the Tasmanian Tiger 2: Bush Rescue EAGames @@@@ 88 now’s your chance! Send your best efforts to opm@ziff- 


Sub Rebellion Metro3D @eeee 62 
The Suffering Midway @@@ 80 
Suikoden III Konami @@@® 63 


UEFA Euro 2004 EA Sports @@@@4¢ 82 davis.com with the subject “READER REVIEW" and you 


UFC Throwdown Crave @@@4 = 58 may be selected to appear in a future edition of Replay. 
UFC Sudden Impact Crave @@@4 82 
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Meanwhile, in the world 


beyond games: 
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videogame industry since, well, forever. 
March of 2000 was no exception to this 
depressingly slow postholiday period. 


4 


LOGAN'S RUN 

One of the few big games...scratch that—the 
only big game to be found at the time was, not 
coincidentally, the subject of our cover story: 
Syphon Filter 2. We examined the past, present, 
and future of the franchise in our six-page fea- 
ture. We also got gimmicky with a “decoder” 
(in reality a rectangle of transparent, red plastic) 
that could be used to view “scrambled trans- 
missions” on the cover and within the feature 
that revealed hints for the game and other 
types of privileged information. Yeah, we’re a 
bunch of dorks. 


THE ENVELOPE PLEAS 

In 2000, we waited until the March issue before 
revealing our choices for the 1999 OPM Editors’ 
Awards. Game of the Year was Gran Turismo 2 
(buggy as it was), with CTR: Crash Team 
Racing, Final Fantasy VIII, Tony Hawk’s Pro 
Skater, and Ape Escape all runners-up. Other 
interesting winners included Legacy of Kain: 
Soul Reaver for Best Adventure Game, Lunar: 
Silver Star Story Complete for Best Story, and 
Ballistic for Best Puzzle Game (hey, it was a 
really slow year for puzzle games). 


00:58.68 
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Remember how we were saying that the time 
right after the holidays is a really slow period? 
Get this: The highest-rated games in March 
2000 were Colin McRae Rally and Silent 
Bomber, at four discs each. Silent Bomber! A 
game that sold fewer than 10,000 units in its 
entire life cycle. Wow. 


WLIGHTS 


The big stinkers in March 2000 were wrestling 
travesty ECW Hardcore Revolution and 2D- 
fighter-gone-3D Fatal Fury: Wild Ambition. ECW 
was the real surprise, though, considering that 
Acclaim’s previous wrestling titles had been 
fairly well received. Was this the beginning of 
the end for the now-defunct company? No, 
probably not. 


Fortunately, this issue had a really solid demo 
disc to help ease the pain of the postholiday lull: 
Syphon Filter 2, Crash Team Racing, Spyro 2, 
Twisted Metal 4, Ace Combat 3, and MTV Music 
Generator joined the blockbuster Silent Bomber 
as playable demos. 


Gran Turismo 2 debuted atop the charts in the 
March 2000 issue, to the surprise of absolutely 
no one. Tony Hawk and NBA Live stayed strong 
in the top five, too; the only moves that proved 
even slightly surprising were Tomorrow Never 
Dies jumping six spots to No. 2 and Spyro 
muscling its way into the No. 5 slot, knocking 
Spyro 2 all the way down to No. 11. <¢ 
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Fight enemies and huge bosses in real-time Unleash the powers of Wind, Fire and Thunder Meet allies and foes on your quest to 
with special sword attacks and combinations! with 3 elemental swords! uncover the secrets of the Vortex of Canaan! 
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